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So, after years of suggestions, complaints, and plenty 
of general chatter, videogame ratings have become a 
serious issue. While many will see better-enforced age 
certificates as an essential step toward evolving the 
industry into a more accepted form of media, others 
will shrug it off as a needless hassle - an idea that will 
never work. 

While publishers are being blamed for serving 
partygoers goat offal straight from the carcass, parents 
are ignoring the existing warnings and/or claiming to 
be confused by them. Where developers are frowned 
upon for including cathedral-based firefights in their 
titles, store staff are failing to check the ages of their 
younger customers. For any system to work, everyone 
involved must play their part and accept their role. This 
will be the hardest aspect of the battle. 

The industry has come under fire from many 
directions recently, and it turns out that it's not very 
good at defending itself. Let's hope that now this is 
officially a 'serious issue' any new rules and regulations 
relieve some of the pressure and allow the business of 
videogames to progress along its natural course. 

Enjoy the issue. 
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Jack Of All Trades 

After months of watching PS3 gather momentum, 
Microsoft has responded with the first major price cut this 
generation. Xbox 360 is now Europe’s cheapest console and 
Microsoft has its sights set on the mass market 


icrosoft’s recent decision to slash the 
price of Xbox 360 in Europe should 
be taken as a stark warning by Sony 
Computer Entertainment. From the start 
of this console generation, everyone from Bill Gates 
down made it clear that, with the platform’s teething 
problems behind it, Microsoft was well placed to win 
the entire market. Nintendo's dramatic reclamation of 
the top spot has ensured dreams of Xbox supremacy 
will have to wait, but right now there is a strong feeling 
that Microsoft would settle for just beating Sony. 

Despite an unprecedented level of post-launch 
tinkering from the platform holders, this is the first 
true price-cut of the generation. Console models have 
been scrapped, bundled, and debuted, but this time 
it’s all about value. The no frills, no hard-drive Arcade 



Above How will Sony’s Blu-ray threat affect 
Microsoft’s long-term future ? 


console will retail at £1 59 - £20 cheaper than the Wii 
- with the Premium and Elite models at £199 and £269 
respectively. At a time when Sony’s plans are coming 
to fruition, this is an ideal response. PS3 is now £100 
more expensive than a Premium 360, thereby restoring 
the gulf in price to that of PlayStation 3’s launch. 

"On a general level, I certainly wouldn’t trade places 
with any other platform holder right now," said Chris 
Lewis, head of Microsoft Europe, in a recent interview 
with Gamesindustry.biz. "I acknowledge that we’re not 
where we should be in certain parts of the geography. 
We aim to rectify that and this [price cut] is a key stage 
towards it. You will see others, they will be significant.” 

Indeed, the fact that the price-cut is initially intended 
for Europe is telling; Microsoft has had little success 
in Japan, but Europe is a far bigger, more lucrative 
market, one that 360 has a good chance of winning. 
This price-cut will lead to more from the competition, 
but there is doubt over Sony’s ability to drop prices 
much further. Microsoft is dominating the software and 
online markets, and remains one of the most lucrative 
companies in the world. PS3 production, however, 
operates at a loss on every unit made, and the attach 
rate for games has been below expectations. 

“We enjoy 42% of [online and software] revenue 
share right now in this generation," Lewis insists. 
"That’s a key milestone for us to have met and 
surpassed. We’re also attaching a little bit over 
seven games for every console - considerably ahead 
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Microsoft still seeking the mass market 


FOR MICROSOFT, the ultimate goal is to reach the new demographic that has 
recently flocked to gaming. The generation cannot be won without them, 
and the price cut is a direct plea to gain their support. “There are some 
sweet spots of pricing, particularly in Europe, that genuinely open up larger 
communities to the console,’’ Chris Lewis said. “199 euros is one of those 
price points. It’s a perfect time to open up the mass-market floodgates.” 

^ Whether the new pricing will achieve this or simply sell more consoles 
to the hardcore - essentially preaching to the converted - will take months 
to assess. Right now, however, Microsoft would be well advised to add 
depth to its range of software. As king of the shooters, Xbox 360 is in an 
unassailable position, but a handful of token gestures like Viva Pifiata and 
Scene It? will not change much. 


On a general level, I certainly 
wouldn’t trade places with any other 
platform holder right now 


Chris Lewis - Microsoft Europe 


of where we stand with our competition." In Lewis’s 
opinion, there's more than one way to read success, and 
PS3’s potential will mean very little until it is realised. 

WITH MGS4 UNLIKELY to sell that many consoles, and 
the loss of exclusivity on the GTA franchise, Sony’s best 
hope for progress arguably lies in Blu-ray. After alt, the 
format war is now officially over. However, in an interview 
with Next Generation, Aaron Greenberg, Xbox 360 group 
product manager, questioned whether Blu-ray could 
become the lucrative selling point that DVD was for PS2. 
The suggestion that Microsoft is considering support for 
Blu-ray is quickly dismissed, while its early support for 
HD DVD is explained as a matter of context. 

“We believe in offering the consumers choice,” he 
claims, "but at the time we weren’t offering digital 
distribution... Today the market is so fragmented. Yes, 
you have Blu-ray, but you also have on-demand, DVDs 
that can be upscaled to hi-def, people are digitally 
distributing HD content. There are so many choices for 


consumers. The market has changed 
since we introduced the HD DVD add-on. 

We’ll look at sales data as closely 
as everybody else, but we don't expect 
Blu-ray to give a boost to P53 sales," 
Greenberg claims. "Frankly, we think it’s 
games that sell consoles. People bought 
360s this holiday for Halo 3, BioShock, 
Mass Effect, Guitar Hero, and Rock Band. 
They weren’t buying to watch 300. If people are buying 
your videogame system to watch movies that should be 
a red flag for your company... We don't know what will 
happen to Blu-ray. Is it the next DVD or the next UMD?” 
For Sony, this is a vital question. DVD represented 
a great leap forward for the way we experience and 
interact with the entertainment we watch; Blu-ray offers 
little more than a sharper picture and extra space that, 
so far, isn’t being used. The market didn’t ask for a new 
format war, it was forced upon them. When progress is 
happening so fast the hardware producers can’t keep up, 
reliance on a new format becoming standard is perilous. 

"Digital downloads is where it’s at," Chris Lewis told 
Gamesindustry.biz in response to the Blu-ray threat. 
"People’s ever increasing downloading of music and 
movies is becoming de facto. I think that’s going to 
happen in very short order. People want to consume that 
way. Before long we will look back wistfully at shiny discs 
as something that was a historic phenomenon, in 
the way that we think about vinyl or VCRs today." 


FROM THE FORUM 


Blu-ray Versus 
Digital Downloads 


Long term, I think PS3 can cope with digital 
distribution of the future, but whether people 
will use that or some other piece of kit, like 
a computer, to get their content is another 
question, and one we’ll have to wait a while for 
the answer. For digital distribution to really take 
off we need changes in attitude and technology. 


Posted by: aidanon 


It seems to me like the company that gets large- 
scale digital downloads up and running first, will 
come out on top. NetFlix are apparently in talks 
with Microsoft about setting up a streaming 
service on Live. That would be big business. 


| Posted by: Itchigon | 


I think that Blu-Ray won’t last as long as 
DVD did. There are a few alternatives already 
coming through from research labs, such as a 
Holographic Versatile Disc that can hold (at the 
moment) around 200-300GB of data. 


Posted by: Rubbish Russ 


In the future, I’d like digital downloads to 
become more prevalent as this is a much more 
simple media - for both storage reasons and, 
without going peace, love, and happiness on you 
all, a far more environmentally sustainable way 
of doing things. 


Have your say www.gamestm.co.uk/forum 
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Discuss 


( AUDIOVISUAL DELIGHT ) 


With digital distribution on the rise there are fewer barriers than ever between the 
producer and the consumer, games™ talks to Dylan Fitterer, the creator of Audiosurf, 
about his winning design and the future of the indies 


ne minute after midnight on 
1 August, 1981. The words, 

“Ladies and gentlemen, rock and 
roll,” introduce MTV to US cable 
subscribers, and the music video as we know it 
today is born - somewhat appropriately, with 
The Buggies’ Video Killed The Radio Star. 

Music videos weren't an entirely new concep; 
their origins can in fact be traced back to the 
Twenties. Obligatory references must be made to 
A Hard Day's Night, Tommy, and The Wall, and 
Top Of The Pops was of course a key antecedent. 
However, with MTV, viewers were given a true 
television equivalent to Top 40 radio stations. It 
was a new way to experience pop cuts. Songs 
were no longer just music, but also abstract, 
theatrical, interpretive landscapes, whose appeal 
and notoriety often outlasted the sound itself. 

After all, would anyone have actually cared about 
Erotica had Madonna kept her kit on in the video? 

In February this year, Dylan Fitterer made 
music video old-school. With Audiosurf, his first 
commercial project, released via Steam to PC 
users and soon on Xbox Live Arcade, Fitterer has 
made music not only visual, but also interactive 
and competitive. If you've yet to play it - and 
we are in the process of making 'not playing 
Audiosurf' a criminal offence - the premise is this: 


io games ™ 


you feed the game your favourite songs, and it 
spits out psychedelic, kaleidoscopic game levels 
to match. That done, race your way through an 
F-Zero-style collect-'em-up, your chosen song 
synching exactly with the bumps, loops, hue-shifts, 
and acceleration of the generated level. It doesn't 
sound like much on paper, but the experience 
itself is borderline transcendental. Oh, and fun too. 

Fitterer is loath to go on too much about the 
secrets behind the Audiosurf drug, but he’ll gladly 
sketch it out for us laypeople. “The main thing is 
intensity," he says. “When a song is intense the 
track rushes down and your speed increases. 

This way Audiosurf builds a sort of roller coaster 



Above The success that greeted the Steam 
release of Audiosurf is a sign of a new dawn for 
independent videogame development. 


to match the music. The technology was created 
primarily through trial and error, and did take 
quite a bit of time. I’d manually create block 
positions to fit a song, and load them into a tool to 
view them side-by-side with that song's frequency 
data. This way, I was able to discover patterns 
in the data that corresponded to desired block 
positions. After many iterations, I had rules for the 
automated tool now at the heart of Audiosurf." 

IT IS THIS automation that affords Audiosurf's 
most compelling feature: the ability to input any 
music you want. We’ve tried everything from Nine 
Inch Nails' The Downward Spiral to Adam Ant's 
Kings Of The Wild Frontier to Brian Eno's Music 
For Airports, and each time, Audiosurf provides 
a wildly different playspace. Imagine wrapping a 
game around those naff music visualisers available 
in Windows Media Player and you’re halfway there. 
In fact, it was visualisers that inspired Fitterer 
to start the project. "I was really enjoying music 
visualisers," he recalls, “but how do you use them? 
They get boring pretty fast when you're just sitting 
there watching pulses and waves. I wanted to 
create a music experience that could suck you in 
and keep you immersed in a song.” 

As pure and simple as the end result is, it 
took years of refinement for Fitterer to come up 
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DISCUSS I SONIC BOOM 


-> Music To Audiosurf To 

GAMES™ 

TOP FIVE 




1 - Wagner 
Why? One reason only: 
Ride Of The Valkyries. 

If Audiosurf could play 
this and only this, its 

existence would still be justified. 
It’s enormously satisfying. 

2 - Radiohead 
Why? The sheer 
variety of sounds in 
Radiohead’s back 
catalogue makes them 

an ideal choice to see what the 
game is capable of. 

3 - Iron Maiden 
Why? Because without 
a little bit of decent 
heavy metal, you’ll 
never understand how 

tough Audiosurf can get. These 
tracks will seriously test your skills. 

4 - The Flaming Lips 
Why? Well, for the 
magnificent soaring 
melodies and beefed- 
up drumming on The 

Soft Bulletin and Yoshimi Battles 
The Pink Robots. 

5 - The Pixies 
Why? The Pixies are 
the group most- 
often credited with 
inventing the whole 
quiet/loud dynamic of 

modern rock, and we recommend 
experiencing it on Audiosurf. 





with something interesting. This runs in direct 
contrast to the generally understood ideas about 
independent game developers - prototype, 
build at low cost, release - but he was never 
fazed. After all, for Fitterer, building games has 
always been about the sheer enjoyment of the 
process. "I’ve never thought of [making games 
independently] as a strategy," he claims. "It's just 
what I do. I’ve been trying to make a compelling 
music experience for several years, but it’s 
looked like Audiosurf for about the last four. 

Most of the time it's just been me trying to build 
cool stuff for myself, and that’s just fun. Getting it 
ready to release as a product is difficult." 

Thankfully, while Fitterer's game is ostensibly 
a one-man band, he got by with a little help 
from his friends. "My wife, Elizabeth, did a ton of 
usability work,” he explains. "She'd hire people 
from our community to watch them play for 
30 minutes to see where they got stuck. She 
also created Audiosurf's sound effect schemes 
and contributed many ideas. Chris Chappel, 

I wanted to create a music 
experience that could suck you in 
and keep you immersed in a son JH 


Dylan Fitterer - Audiosurf Creator 





Above This terrified 
looking gentleman is 
the brain behind 


Audiosurf, Dylan 
Fitterer. We strongly 
recommend you 
purchase his game 
through Steam now. 


Kevin Skaggs, and Pedro Camacho composed 
great music. Dan Plumb, Albert Park, and 
Flynn Joffray did excellent graphic design work. 
Paladin Studios did a wonderful job on the 3D 
models for vehicles and background objects. 
Family, friends, and beta testers provided lots of 
ideas and input. Erik Fitterer and Kevin Egan in 
particular helped a ton in shaping Audiosurf." 

Ultimately, though, Fitterer has tried to keep it 
small because, "Working under constraints is the 
best way to get creative. I like to throw arbitrary 
constraints on a design from time to time just to 
see what comes of it. The biggest constraint indie 
game developers face is team size, and I think 
that draws out a lot of new ideas.” 

DOES HE BELIEVE bigger-budget developers 
could benefit from his experience? Not really. 

In his mind, his iterative - and, some might 
say, laidback - approach to development isn’t 
compatible when stakes are higher. "I’m not 
sure that the kinds of things indies do are useful 
to large developers," he relates. "Could they 
stay in business if they built and discarded the 
percentage of work that most indies do? We just 
try stuff and then delete it if it isn’t fun.” 

Even if Audiosurf's slow bloom wouldn’t keep 
Blizzard in the black, its undeniable appeal has 
helped Fitterer make a decent wage from it, due 
in no small part to its inclusion in Valve’s steadily 
growing Steam catalogue. After grabbing their 
attention as a finalist in the Independent Games 
Festival, Audiosurf was quickly adopted by the 
Washington-based developer, and now sells for a 
small fee, available to Steam's 
15 million plus subscribers. 

The internet has allowed small operations 
like Fitterer’s to prosper, but the need for 
innovative, instantly appealing design is even 
greater. If more developers look to Dylan 
Fitterer’s success, game development outside 
the realms of crunch time, tight schedules, and 
soaring production costs, might actually become 
commercially viable. Even if you don’t kill 
the music video in the process. 


GAMES™ RECOMMENDS... 


->B00K E-PETITION FREE DEMO 


THE COMMODORE 64 BOOK - 1982-199X 


TAX BREAKS FOR UK GAMES 


THE GRAVEYARD 


A comprehensive guide to 
the greatest C64 games 
ever made. At 254 
^ full-colour pages, this 
independently produced 
project is of a much higher 
quality than most. Author Andrew 
Fisher's obvious love for the source 
material jumps from every page. 200 games are featured 
in all, and though these are only a fraction of C64's total 
library, they are the most interesting and have been given 
the attention they deserve, each with a full-page review, 
screenshots and behind-the-scenes info. 



It was brought to our attention 
by those fine people at Bizarre 
Creations that you now have 
the opportunity to influence 
the welfare of the entire UK 
videogame industry. Tax breaks 
for British developers have 
been discussed at length over 
the last six months, and this online petition aims to 
influence parliament's decision. One name, five minutes 
of your time, no excuses. Signatures will be taken until 
3 May 2008, and you can sign up today at http://petitions. 
pm.gov.uk/ukgames. 



I We've been keeping a close watch 
I on Tale Of Tales recently, and 
have no hesitation in declaring 
it one of the most daring and 

J original independent studios in the 
world. Like so much of its output, 
The Graveyard's spare art style 
and economical design gives the impression of a visual 
poem ’‘ather than a traditional game. Thought provoking, 
beautiful, and ultimately tragic, we urge you to play the 
free demo, then pay $5 for the full version. To say any 
more would be to spoil the experience, so find out for 
yourself at www.tale-of-tales.com. 
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( LIFE IS BEAUTIFUL ) 


Nothing But 




Luc Bernard’s Imagination Is The 
Only Escape is the story of a child’s 
struggle to survive the concentration 
camps of WWII. Is the gaming world, 
and more importantly DS, ready 
for the first game entirely centred 
on perhaps the most contentious 
subject in history, the Holocaust? 



O t’s a far cry from the normal 
fare written for the Nintendo 
DS, which tends towards 
games featuring cute 
ponies," writes the New York Times of Luc 
Bernard's Imagination Is The Only Escape. 
The grand sweep of its generalisation 
aside, few would argue that the statement 
doesn’t hold a nugget of truth. Yes, we 
have Hotel Dusk, but whether children 
or otherwise it seems almost common 
sense that the majority of the DS audience 
flocked to the platform for far more trivial 
subject matter than the Holocaust. It is a 
first for Nintendo’s ubiquitous handheld. 
Indeed, it is a first for the entire medium. 

The same New York Times article 
reported that Nintendo had declined to 
publish the game. A fact that turned out 
to be based on assumption and little 
more. An assumption likely fuelled by the 
creeping sensation of anxiety and fear that 
grips the mainstream media every time a 
videogame is seen to be aiming at targets 
a little more ambitious than its usual mix 
of men, guns, and cars. 

FOR UK ARTIST Luc Bernard, the game’s 
creator, this hostility was part of the 
inspiration. "Well, why not videogames?" 
he asks. "I mean, do all games have to be 
about a muscle man saving the world from 
mutant hamsters? Games are the only 
medium that don’t take stories seriously, 
and don’t talk about subjects that films 
do... I think the worst thing in this industry 


is the term videogame, they should be call 
interactive movies instead, because that is 
what this product is - an interactive movie, 
not a game." 

Bernard has little patience for claims 
that the DS is a product for children. The 
sheer number of people who own the 
platform, he argues, virtually guarantees 
a wide spread of demographics. "Mostly 
people that own a DS are teenagers, 

People who are against [games 
that tackle adult themes] evidently 
don’t want the industry to evolve | 


Luc Bernard - Independent Game Creator 


Above Approached 
sensitively, serious 
subjects can be 
tackled in games. The 
profit generated by 
Imagination Is The Only 
Escape will be donated 
to the Darfur charities. 


Below Critics of the lack! 
of adult software available 
on Nintendo’s platforms 
will likely question their 
own wisdom when faced 
with Imagina tion Is The 
Onlv Escaoe . 1 






untrue that the DS is a child’s machine. 

I mean all videogames are considered fun, 
but do you find it fun to play Silent Hill? 

I don't find it scary, but I still play it for the 
experience. Videogames are not just about 
fun, they're also about living an experience, 
and I think casual gamers will want to try 
out this product.” 

With so little information available 
about its content, the rumble of concern 
surrounding Imagination Is The Only 
Escape is drawn from the same well as 
that which greets any text attempting 
to deal with one of the darkest periods 
of human history. Bernard is obviously 
aware of - and arguably attracted by - the 
heightened sense of responsibility that the 
subject matter has forced upon his work. 

A game cannot tackle the tragedy in the 
way that Schindler's List did, and Bernard 
has designed Imagination Is The Only 
Escape to use game conventions to add 
depth to the analysis. 

Seen from the perspective of a 
Jewish child in a concentration camp, 
the majority of the actual gameplay 
takes place in the imaginary world the 
protagonist has created to escape day- 
to-day existence. The overwhelming 
horror of the real world, however, still 
seeps through, with Bernard offering both 
shadowy figures adorned with swastikas 
and a slow-drip of information regarding 
the Holocaust. The use of a fantasy world 
will be of immediate concern to those 
fearful that the game will trivialise the 
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DISCUSS | NOTHING BUT THE TRUTH 


reality, but in Bernard’s opinion, the 
device is essential to making the game 
palatable for Nintendo DS users. 

“Yes it was [necessary]," he answers, 
"or it would have ended up being one of 
the most violent products in history. The 
truth of what went on during that time 
most people do not know. The game 
manages to demonstrate the difference 
between reality, which is horrible, and 
imagination, which is beautiful. It’s the 
only way for him to escape from the 
horrors around him." Bernard's approach 
is similar to that used by Roberto Benigni 
in Life Is Beautiful. The film won several 
Oscars, but audiences remain divided 
over the wisdom of using comedy as a foil 
for the Holocaust. 

WHEN GAMES™ suggests Imagination 
Is The Only Escape will attract similar 
criticism from the Jewish community, 
Bernard is noticeably surprised. "That is 
not true,” he insists. “Most Jewish people 
have supported me on this, Holocaust 
survivors, mothers, students. I get emails 
every day about how they believe this is a 
good product. There will always be some 
people that disagree. I am working with 
several different generations of Jewish 
people on this to make sure it’s of good 
taste, I mean, some people hate Life Is 
Beautiful, but it is a great film. You cannot 
please everyone, and whoever is critical 
of the game is welcome to tell me their 
opinions and why.” 

Despite Nintendo's delay in committing 
to the project, Bernard doesn’t seem 
nervous, insisting that the game will 
appear, "sooner rather than later.” Profit 
generated by sales will be donated to 
charities operating in Darfur -where 
mass, genocidal culls are still taking 
place - and Bernard believes that the 
serious-minded approach of Imagination 
Is The Only Escape will separate it from 
the kind of hysterical outcry that caused 
the swastikas to be removed from the 
Nazi armbands in Lego Indiana Jones. 

“Well, who wants to see Nazi Lego 
men?" he quite reasonably questions. 
"That’s why they were taken out, because 
no one wants to see Nazi Lego. It’s like 
seeing a Nazi Mickey Mouse. As you go 
along in the game, the main character’s 
imagination will start to drain and reality 
will start to come into his fictional world, 
as well as the Nazis. People who are 
against it evidently don’t want the game 
industry to evolve. They just want gamers 
to continue playing mindless, /S\ 
repetitive entertainment." 



Below Although the game is seen from I 
the point of view of a Jewish child in a | 
POW camp, the gamepiay mainly exists in 
a world created in the youngster’s head. 


Pfazi doctors at death camps tort tied chiC- 
dren, they were exposed to sevemf inhu- 
mane surgeries without anesthesia. Some of 
those "experiments* -were injections offethaf 
genus, remewaf of organs and fvnhs, sex 
change operations. ‘Ihe victims were then 
murdered after the experiment was over. 


( MORE (INCONVENIENT) TRUTH ) 


Luc Bernard’s Eternity’s Child 
Tackles Global Warming 



IN ADDITION to releasing 
Imagination Is The Only Escape, 
Bernard is bringing his Live Arcade 
game, Eternity’s Child, to WiiWare. 
Set in a world torn apart by 
melting ice caps and plummeting 
temperatures, a war is raging 
between the winged creatures 
and those without. The game 
features two characters that can 
be controlled in co-op or by a 
solitary player your on-screen 
avatar, Angel, is a wingless orphan 


controlled by the Nunchuk; while 
a nameless winged girl, who 
can shoot approaching enemies, 
is represented on screen by a 
heart and controlled with the 
Remote. Given how metaphorical 
Eternity’s Child's references to 
global warming are - and how 
fashionable a cause it has become 
- Bernard can expect little of 
the controversy that is slowly 
surrounding Imagination Is The 
Only Escape 


> w ^9»S]SH!999»IjBhS 

Are Gamers Ready For 
Holocaust DS? 


| Posted by: RivaOni 


Games can tackle this sort of subject, and it will 
only be accepted if people are willing to take a 
chance and tackle strong subjects. If videogames 
don’t attempt to push the envelope then the 
medium will never be seen as anything more 
than a kids’ past time. So I’m all for it, provided 
it treads carefully and doesn’t cross into either 
being a Nintendo-ed title (ie family friendly) or 
going too far in the other direction and becoming 
merely a means to shock. 


[Posted by: Bloodbath McGinty 


I don’t think the industry is ready for this game. 
Prowling around the shops the other day I 
was staggered by just how many DS games 
are aimed at minors, and a game about the 
Holocaust- no matter how tastefully made 
- would be far too jarring sitting next to copies of 
Lovely Pony Comber. 


| Posted by: Rain 


It isn't necessarily what gamers think but 
rather how the media will react. The press is far 
from rational when it comes to things like this. 
Whether the industry is maturing or not, the word 
'game' carries fun connotations that will be ill at 
ease with some and provoke scandal with others. 
Is this a reason not to do it? Not necessarily - it 
will be a bold step, fraught with controversy and 
no doubt threats and goodness knows what else 
for the developer. 


| Posted by: Sasquatch 


I thought Life Is Beautiful was about a father 
protecting his son from the horrors of a 
concentration camp by telling him stories. Is 
it wrong to suggest that both sides should be 
presented? I know what took place was a terrible 
atrocity and the ‘reasoning’ behind it was insane 
but, y’know, the neutrality of a historian? 


| Posted by: zer0_0ne 


I have to admit, this sounds like it has great 
potential as a videogame, maybe not on DS but 
certainly on another system. The concept of 
creating a fantasy world to escape the horror of 
reality sounds similar to Pan’s Labyrinth. This 
is very dark subject matter and very easy to 
abuse and shape into something tasteless. Keep 
it tasteful, however, and it could be a very dark, 
involving and compelling story, but only if aimed 
at an adult audience. 


| Posted by: MSI 


I just feel vaguely uncomfortable about the whole 
idea. For me, games are a long way behind 
graphic novels/comic books - whatever you want 
to call them - in terms of narrative and emotional 
engagement. Where are the gaming equivalents 
of Alan Moore or Art Spiegelman? They don’t 
exist... yet. 


Have your say www.gamestm.co.uk/forum 
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CALM YOUR ANTICIPATION WITH OUR LIST OF FORTHCOMING RELEASES 


Bargain 

Basement 

The best deals this month 



THIEF: DEADLY SHADOWS 


Format: PC Where: Morrisons 
Deadly Shadows is always available at a 
budget price, but this is the cheapest we’ve 
seen this wonderful game yet. 



GHOST SQUAD 


Format: Wii Where: Game 
This would come highly recommended even 
if it cost twice this amount. You’ll get many 
hours of fun with this one, trust us. 



COMMAND & CONQUER: 
THE FIRST DECADE 


Format: PC Where: Gameplay.co.uk 
If you want to know why C&C is so popular, 
this is the place to start. 12 top releases 
costing just under £1 .25 each. 



KORORINPA 


Format: Wii Where: Comet 
There are other, better Wii titles available, 
but at less than £5, this is one of the best 
Wii bargains that's appeared to date. 


Check out the bargains thread at 
www.gamestm.co.uk/forum for bang- 
up-to-date deals. Your find could well 
feature on these hallowed pages. 


> APRIL 


DATE 

TITLE 

FORMAT 

4 Apr 

Condemned 2 

360, PS3 

4 Apr 

George Of The Jungle 

Multi 

4 Apr 

Jurassic Realm 

PC 

4 Apr 

Pool Party 

Wii 

8 Apr 

Arcana Heart 

PS2 

8 Apr 

Baroque 

PS2, Wii 

8 Apr 

Drone Tactics 

DS 

1 1 Apr 

Assassin's Creed Altair’s Chronicles 

DS 

1 1 Apr 

Draglade 

DS 

11 Apr 

Dream Pinball 

Wii 

11 Apr 

Hard To Be A God 

PC 

11 Apr 

Mario Kart Wii 

Wii 

11 Apr 

Tom Clancy’s Rainbow Six Vegas 2 

PC 

11 Apr 

Victorious Boxers Challenge 

Wii 

15 Apr 

Castle Of Shikigami III 

Wii 

15 Apr 
17 Apr 

Rondo Of Swords 

DS 

Gran Turismo 5 Prologue 

PS3 

18 Apr 

Dr Reiner Knizia’s Brainbenders 

DS 

18 Apr 

Europa Univeralis: Rome 

PC 

18 Apr 

The World Ends With You 

DS 

20 Apr 

Pokemon Mystery Dungeon: 
Explorers Of Darkness 

DS 


20 Apr Pokemon Mystery Dungeon: Explorers Of Time DS 


25 Apr Nitrobike Wii 

25 Apr Wii Fit Wii 

29 Apr Grand Theft Auto IV IflHHHHHHHI f 360, PS3 

TBA American McGee’s Gri mm PC 

TBA Battle Of The Bands Wii 

TBA Command & Conquer 3: Kane's Wrath 360, PC 

TBA The House Of The Dead 2&3 Return Wii 

TBA Major League Baseball 2K8 Multi 

TBA NBA Bailers: Chosen One 360, PS3 

TBA Super Pick Ups Wii 


RECOMMENDED 



Condemned 2 

Format: 360, PS3 Publisher: Sega 
Released slightly later than scheduled, 
Condemned 2 might not be as scary as the 
original, but it’s still a good sequel. 



Assassin's Creed 
Altair’s Chronicles 

Format: DS Publisher: Ubisoft 


The console version had clear flaws, but 
the DS edition is a very different product. 



Hard To Be A God 


Format: PC Publisher: Ascaron Entertainment 
By no means great but Hard To Be A God 
could be a good choice if you were one of the 
few who actually enjoyed Two Worlds. 



Grand Theft Auto IV 

Format: 360, PS3 Publisher: Rockstar 

The biggest game of the year has finally 
arrived. Expect your local game emporium 
to be packed to the rafters. 


B FORWARD THINKING I YOU’LL DEFINITELY BE WANTING THESE... 




Format: 360, PC Publisher: EA 

games™ was blown away by Left 
4 Dead when we were given the 
opportunity to play it a couple of issues 
back. There are few other videogames 
that force players to stick together at 
all times and even fewer that provide 
as many scares. This is definitely one 
to look out for. 


LEFT A DEAD 


FAR CRY 2 

Format: 360, PS3, PC Publisher: Ubisoft 

Although Far Cry 2 isn’t being 
developed by Crytek, that doesn’t 
mean it isn’t looking awesome. So 
far we’ve all been impressed by the 
gorgeous visuals and incredible 
physics, but will the gameplay 
surpass that of the original? It’s a 
tough ask, but we remain hopeful. 


14 games" 









Wii PLAY 

Format: Wii Publisher: Nintendo 



||X MULTIFORMAT 

UKchart 


TOM CLANCY’S RAINBOW 
SIX VEGAS 2 

Format: Multi Publisher: Ubisoft 


MARIO & SONIC AT THE OLYMPIC GAMES 

Format: Wii Publisher: Sega 

CALL OF DUTY 4 MODERN WARFARE 

Format: Multi Publisher: Activision 


4 

5 


GUITAR HERO III: LEGENDS OF ROCK 

Format: Multi Publisher: Activision 

DR KAWASHIMA’S BRAIN TRAINING 

Format DS Publisher: Nintendo 


i CARNIVAL FUNFAIR GAMES 

O Format: Wii Publisher: TakeTwo 


g ARMY OF TWO 


Format: 360, PS3 Publisher: Electronic Arts 


9 FIFA 08 


Format: Multi Publisher: Electronic Arts 

in SEGA SUPERSTARS TENNIS 

I" Format: Multi Publisher: Sega 

All information is compiled by ChartTrack and is the strict copyright of ELSPA 
(UK) Ltd. UK Entertainment Software Sales Charts (w/e 28 March 2008). 


RECOMMENDED 



Boom Blox 


Format: Wii Publisher: Electronic Arts 

Boom Biox isn’t the first game Spielberg 
has been involved with, but it’s very 
different from those that came before. 



Warhammer: Mark Of Chaos 
- Battle March 

Format: PC Publisher: Namco Bandai 

We enjoyed Battle March last issue. It's no 
match for Dawn Of War, but it's good fun. 



Haze 

Format: PS3 Publisher: Ubisoft 

The wait for Haze is almost over, but can 
Free Radical’s shooter be as original as 
we've been told? Let’s hope so. 



Tom Clancy’s 
Splinter Cell Conviction 

Format: 360, PS Publisher: Ubisoft 

Another Ubisoft title games™ expects to sell 
well, Conviction looks very promising indeed. 


m<r 


DATE 

1 May 

TITLE 

Hannah Montana: Music Jam 

FORMAT 

DS 

1 May 
1 May 

Hannah Montana: Spotlight World Tour 

Wii 

Iron Man 

Multi 

6 May 

R-Type Command 

DS 

9 May 

Apollo Justice: Ace Attorney 

DS 

9 May 

Boom Blox 

Wii 

9 May 

Death Jr: Root Of Evil 

Wii 

9 May 

Warhammer: Mark Of Chaos - Battle March 

PC 

16 May 
16 May 

Jackass The Game 

DS 

Mass Effect 

PC 

23 May 

Haze 

PS3 

23 May 
30 May 

Top Spin 3 

Multi 

Alone In The Dark 

Multi 

TBA 

Crisis Core - Final Fantasy VII 

PSP 

TBA 

Decathletes 

DS, PSP 

TBA 

Dragon Quest Swords: 

The Masked Queen And The Tower Of Mirrors 

Wii 

TBA 

Far Cry 2 

360, PS3, PC 

TBA 

Hail To The Chimp 

360, PS3 

TBA 

Kung Fu Panda 

Wii 

TBA 

Monster Madness: Battle For Suburbia 

PS3 

TBA 

Puzzle Guzzle 

PSP 

TBA 

Roogoo 

360, PC 

TBA 

Super HIND 

PSP 

TBA 

Puzzle Guzzle. 

PSP 

TBA 

Roogoo 

360, PC 

TBA 

Super Smash Bros Brawl 

Wii 

TBA 

Brothers In Arms: Road To Hill 30 

Wii 

TBA 

Tom Clancy's EndWar 

360 

TBA 

Tom Clancy's Splinter Cell Conviction 

360, PS3 

TBA 

Samba De Amigo 

Wii 

TBA 

Sid Meier's Civilization: Revolutions 

360, PS3, PC 

TBA 

Star Wars: The Force Unleashed 

Multi 




Peter Molyneux’s upcoming RPG is 
one of Xbox 360's most promising 
titles for the year ahead. The 
original Fable failed to live up to 
some aspects of its own hype, but 
we're confident that the legendary 
designer v/ill make sure Fable 2 is a 
superior experience. 


FABLE 2 

Format: 360 Publisher: Microsoft 


METAL GEAR SOLID A: 
GUNS OF THE PATRIOTS 

Format: PS3 Publisher: Konami 

With the HD war now over, PS3 sales 
will inevitably increase thanks to the 
built-in Blu-ray player. But for those 
not fussed by HD movies, it is top 
games like Metal Gear Solid 4 that 
will determine whether they purchase 
Sony’s powerhouse console. 



- f 


IMPORT WATCH 




DUEL LOVE 

Format: DS Publisher: Namco Bandai 


If you've ever dreamed about rubbing 
young men with a stylus then it’s safe to 
say that Duel Love is the game for you. 



BATTLE FANTASIA 

Format PS3 Publisher. Arc System Works 


The Japanese arcade fighter has made 
its way to PlayStation 3. Fans of '2.5D' 
brawlers may wish to hunt this down. 


CASTLE OF SHIKIGAMI 3 

Format 360, Wii Publisher Arc System Works 



This vertical-scrolling shooter has been 
available in arcades for a few years, but it's 
finally making its way to US home consoles. 


KAROUS 

Format Wii Publisher Milestone Inc 



Another vertical-scrolling shooter to sink 
your teeth into. This was actually released 
on Dreamcast last year. 



TARGET: TERROR 

Format: Wii Publisher Konami 


If you enjoyed Ghost Squad and The House 
Of The Dead 2&3 Return this lightgun entry 
could prove highly entertaining. 
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FEATURE I ALLIED ASSAULT 




“disarray”, and that piracy and the mounting cost of 


staying up-to-date is putting gamers off. You may be 


surprised at the evolution the format is experiencing 


fhere may be a new generation of home consoles, 


but what of the PC? Reports claim the format is in 


hrow away your widescreen monitor, 
break that wireless keyboard over your 
knee and set fire to your Bluetooth 
mouse - PC gaming is in crisis and almost 
everyone seems to think so. Earlier this year, Epic 
superstar Cliff Bleszinski described the PC as a platform 
in 'disarray' and went on to suggest that the legendary 
development team now consider consoles their chief 
concern. Industry innovator Peter Molyneux has since 
echoed this sentiment, declaring that software no longer 
sells on Windows systems; it's World Of Warcraft, The 
Sims, or nothing at all. And these two aren't alone, 
Ultima Online designer Ralph Koster believes that retail 
PC gaming is in 'dire straits', while Gas Powered Games' 
Chris Taylor admits that the old business models are 
practically dead. Add this to the long-standing grumbles 
regarding piracy and hardware costs, or the many 
reports citing woeful game sales and we're 
surely left with a platform that's running out 
of breath. Or are we? 

The recently founded PC Gaming Alliance 
(PCGA) thinks not. Born of a desire to aid 
both gamers and developers alike, the group, 
which boasts representatives from Microsoft, 

Intel, Epic, Nvidia, and Acer among its ranks, 
insists that the state of PC gaming is greatly 
exaggerated. "The death of the PC game 
is a myth," argues Kevin Unangst, a PCGA 
board member and the director of global 
marketing for Microsoft Windows. "Even in the US, the 
only area declining (and we’re talking about single digit 
percentage points) is retail game sales, but it’s still nearly 
a billion-dollar business just in that region." 

Despite such positive rhetoric, Unangst is equally 
aware that PC gaming is not considered to be in the same 
state it was, say, a decade ago. "I’d say it’s changing and 
evolving,” he states. "PCs have led in casual gaming; 
in the shift to digital distribution of content; and in the 
explosion of massively multiplayer online games. The 
PC sets the trends. The goal of the PCGA is to ensure 
that the PC remains a profitable area that game creators 


see as a valuable investment. We’re not ordaining any 
particular solution from the start but working through 
how the industry can evolve. I'll give you a few examples. 
Piracy on PC is hurting many developers and we need 
a forum in which the key industry players can discuss 
ways to address that. How can advertising play a role? 
Can there be a technology solution that will work well yet 
deliver great experiences? The PCGA is a great forum to 
tackle issues like this.” 

AND, AS UNANGST will know, thanks to Microsoft’s 
interest with both PC and Xbox 360, a forum is 
something that consoles naturally possess - a result 
of any one company holding sole sovereignty over a 
platform. PC gaming doesn't have such an advantage 
because hardware is designed, built, and distributed 
by countless different corporations. The lack of a single 
unified brand to help with promotion and 
discussion undoubtedly puts it on the back 
foot. It’s something that Valve veteran Doug 
Lombardi believes has to be rectified: "We 
need to help offset retailers who don’t focus 
on PC games. There’s a certain amount 
of money that’s pumped into retail to help 
make these decisions. In other words, 
the console companies are out there with 
armies of people phoning up, knocking on 
ffjj your door, and invading your inbox, telling 

you how good PlayStation 3 is, or Xbox 360 
is, or Wii is. There’s a whole number of people buying 
other people dinners and nice wine and saying, ’I want a 
section for these machines in your store’. There's nobody 
doing that for PC and nobody's ringing journalists every 
day saying they need to write about PCs. So all that 
happens is more people write about console games and 
then shops stock more console games as a result. This 
doesn't mean that there aren’t loads of people that still 
want to play games on PC though.” 

Given his opinions, it’s not surprising to learn that 
Doug Lombardi considers the PC Gaming Atliance a 
good idea, but he’s also keen to stress that there are E 
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Above Several high-profile developers have criticised 
PC gaming in recent weeks, but that doesn’t mean that 
the platform is dying. 



Above If companies use Steam Works then customers will 
make a Steam account and we can try to sell our games 
to them,” confirms Lombardi. “People say, ‘you’re giving 
this away, what’s the evil motive?’ It’s not an evil motive, 
it’s a very public and out-there motive. 


B other ways to boost PC game sales other than just 
talking about them more. One such method is via the 
continued development of digital distribution systems, 
an area in which Valve Corporation, via the landmark 
Steam service, has excelled. "I read a big story that 
only 12% of retail videogame sales were for PC, but 
everyone knows that's not the full picture any more," 
Lombardi argues. "PC gaming isn’t dead. Lots of PC 
games were sold on Steam and other similar places 
last year, the problem is that this isn’t counted. And, in 
many ways, Steam has become a platform. It’s so much 
more than just a downloader - it's copy protection, it's 
auto-updating, it’s a whole community, and it’s the 
social networking inside the game space. The Steam 
community and now Steam Works can, I think, really, 
really help the PC." 

Certainly, there are few people who would doubt 
the obvious merits of Steam. However, it might not 
be so obvious to many gamers exactly why they 
should care about Steam Works, which is essentially 
a collection of development gear. But then, Steam 
Works isn’t designed to thrill us gamers, its aim is 
to support the teams responsible for the games that 
we play. "Steam Works is a collection of all the back 


end tools and the plumbing, if you will, of our system," 
Lombardi clarifies. "So it’s copy protection, it's the 
Steam community, and all the features outside the 
distribution system itself, wrapped together under the 
name of Steam Works. What we’re doing is releasing 
this for free to any developers or publishers that wants 
to make use of it. For developers, we feel that Steam 
offers many benefits, such as auto-update and a better 
'day zero’ [which is the time between going gold and 
being sold in the shops] piracy solution, which is the 
most dangerous time for pirates." 

And, so it is, then, that we inevitably return to what 
Unangst noted as being one of the main hurdles for 
PC publishers and developers to overcome - too many 
people don't pay for the games. Lombardi believes that 
many gamers have good intentions, but the lure of 
free software is too strong. “We absolutely believe that 
gamers are good people and will pay for their games, 
but if a highly anticipated game is available on a pirate 
server before it’s at the shop then temptation will kick 
in," he explains. "Consequently, a certain amount 
of those guys will do the wrong thing. With Steam, 
when a game is ready for replication, we’re like, ’start 
downloading it now and pirate it as much as you want 
because you can't do anything with it until 
you buy it and authenticate it’. Looking 
back to 2004 when Doom 3 came out 
with traditional forms of copy-protection 
it was pirated during the day zero time, 
as were Halo 2 and Grand Theft Auto, 
but thanks to Steam, Half-Life 2 wasn’t. 
I’ve read a lot about Call Of Duty 4 and 


[ When you make a 

game for a 

target market, you have to look 

at how many people will buy it 

Brad Wardell - CEO Stardock 



mulls lor call of duly 4 - Mininovu - Windows Internet Explorer 
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TORRENTS OF ABUSE 


ITS ALMOST IMPOSSIBLE to quantify the effects of videogame 
piracy, but it is possible to work out just how many people 
chose to illegally download software. By using Mininova, a 
popular Torrent site that can be used to search for free hosted 
Files, anyone can observe how many users are downloading 
any listed File at any time. Let’s take Crysis as an example. At 
the time of writing, over 5,000 people were downloading a 
full version of Crytek’s latest shooter. Now, the following is 
clearly an estimate, but let’s say that Crysis takes each user 
around two days to fully download and that 5,000 people 
were attempting to obtain Crysis every two days since it was 
released last year. If this was the case then we can guess 
that at least 350,000 users have illegally acquired the game. 
And let’s not forget that many other Torrent sites and methods 
are being used, along with the fact that demand for Crysis 
was probably higher near the original release date. We’re 
sure you’ll agree that the Figures are shocking. Of course, not 
each of these pirates would buy a copy if illegal downloading 
was impossible, but it’s easy to see why developers Find the 
process so upsetting. These Figures also show that, as Brad 
Wardell said, a good percentage of the people that play and 
pass judgement on games aren’t paying for the right to do so. 
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Above| Torrent site Mininova can be used to find out exactly how many users are downloading a particular file. No 
wonder developers get frustrated. Doug Lombardi believes gamers are good, but the lure of free games is too tempting. 
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FEATURE I ALLIED ASSAULT 



Console Yourself 

-> There’s no rivalry, claims PC Gaming Alliance 


A COMMON CLAIM is that home 
consoles are killing off PC gaming, 
but this is a claim that PCGA’s Kevin 
Unangst doesn’t believe in. “In this 
case I’ll speak for Microsoft as we’re 
uniquely in both the console and 
the PC space,” he says. “Consoles 


aren’t killing PC gaming by a long 
shot. We’ve seen certain types of 
games move more to consoles - like 
sports and racing. But you’re seeing 
categories like simulation, real-time 
strategy, and MMOs growing on 
the PC. I do believe that as gaming 


becomes the leading entertainment 
medium overall (exceeding music 
and movies) the expectations of 
gamers who have played on a 
console will demand more from the 
PC gaming experience. The PC will 
evolve there too.” 


how, despite its overwhelming success the developers 
felt that they were pirated a lot. We feel we could have 
helped them if they had used Steam encryption.” 

On the surface at least, the numbers certainly back 
up the severity of the piracy problem (see Torrents Of 
Abuse) and it’s easy to understand why developers are 
losing faith in PC game sales as a consequence. But 
not everyone agrees that piracy is the true cause of 
sluggish sales. Brad Wardell, CEO of Stardock, feels 
that although piracy is unwelcome, it doesn't stop 
a PC game from gleaning huge profit. Instead, he 
believes that developers and publishers need to pay 
more attention to the games-buying public and not 
just stick to the long-established trends. His argument 
is supported by Stardock’s latest game, Sins Of A 
Solar Empire (see the games™ review on page 106), 
a commercially successful release that comes with 
no copyright protection whatsoever but appears to be 
illegally downloaded fewer times than many lesser- 
selling videogames. Speaking out on his personal 
blog, Wardell remarked: "When you make a game 
for a target market, you have to look at how many 
people will actually buy it. If your target 
demographic is full of pirates who won’t 
buy your game, then why support them? 

That's one of the things I have a hard time 
understanding. It’s irrelevant how many 
people will play your game (if you’re in the 
business of selling games, that is). It’s only 
relevant how many people are likely to buy 
your game." 


PERHAPS YOU DISAGREE with Wardell, 
but even so that doesn't take anything 
away from Sins Of A Solar Empire's achievements. 
It is of course possible that Warden’s assessment is 
inaccurate and that his product has sold well simply 
because it's a great game. Even so, that’s surely proof 
that developers can still earn good money by making PC 
games, especially when you consider that Stardock is 
not one of the biggest or richest companies around and 
nor did Sins Of A Solar Empire benefit from particularly 



Vi 


Abovej Steam is one of the shining lights of PC digital 
distribution. That’s not to say that it didn’t experience early 
problems - many users were put off by difficulties that 
occurred in the first few months. 


large amounts of press coverage. And this leads us to 
one of the most important points of the entire debate: 
just because the games that many people like playing 
or reading about - for example, big-budget shooters - 
aren’t selling as many physical copies on PC as they do 
for consoles doesn’t automatically mean 
that PC gaming is dying. You need only 
take a look at the steady rise of MMOs, 
simulations, and strategy titles, the ever- 
growing casual and independent scenes 
(who hasn't played Peggie or Audiosurf ?) 
and the success of PC digital distribution 
services to see that it’s far too early to 
start digging the grave. 

Of course, if a game developer’s PC 
titles are selling poorly it’s unlikely that 
they are going to be particularly upbeat 
about the current climate, but if a massive action title 
sells millions of copies for Xbox 360 but just a few 
handfuls for Windows Vista is that truly a sign that PC 
gaming is starting to falter? Or is it just an indication 
that not every developer has kept up with a swiftly 
changing market? Either way, the games™ team 
strongly recommends you keep hold of your PC (D 


peripherals for a while yet. 



The Current State 
Of PC Gaming 



Crysis? S.T.A.L.K.E.FV Burning Crusade? The 
Orange Box? Spore ? C&C3P StarCraft II? World 
In Conflict? Supreme Commander? Company Of 
Heroes? Disarray, right? 



Ironically, what limits PC gaming is that it has 
too much freedom. Developers constantly 
increase minimum system specs just to boast 
about their project; there’s a dependence on 
frequent patches to fix lazy programming; and 
hackers regularly changing the ruleset for any 
game they play. PC gaming needs a constant 
standard to be adhered to and enforced. 

EaBEBnasi 

PC gaming fell backwards for me when they 
couldn’t make processors faster, so they just 
made the technology more complicated. I was 
put off because I didn’t understand it any more. 
Greedy manufacturers are choking PC gamers. 

I personally think the Golden Age (2001-2005) 
has gone and we won’t see the likes of it again. 

tai—ma 

Most of my favourite PC games are a decade (or 
more) old. I’ve always liked adventure games like 
Monkey Island, Broken Sword, and Fallout (which 
was an RPG of sorts, but whatever). However, 
since buying my computer three and a half years 
ago and upgrading it three times there’s not 
much I can play post-2006. 

The entry-level PCs that you buy in the 
shops cannot play most new games. Graphics 
cards cost around the same as a console, and 
while a lot of people will disagree, gaming just 
feels so much better on a controller. It’s just 
too expensive to run a decent gaming PC these 
days. I can remember getting Far Cry free with 
my current rig and the computer couldn't even 
run in until I upgraded. As a result, I think a lot 
more people buy console games because its 
far less hassle, and for the most part they run a 
whole lot better. 



Faffing. That’s the problem with PC gaming the 
way I see it. Too much faffing about. Buy a game, 
faff about installing it. Faff about patching it. Faff 
about getting a decent gaming mouse. Faff about 
getting an upgrade for some part of your PC, 
which then involves being faffed about by people 
in PC World if you don’t know where to look for 
such upgrades. Compare this to the alternative, 
which is of course consoles. Buy the console, 
faff about connecting it up and then play games, 
that's five faffs to one. You still get patches for 
console games but the word ’unzip’ is nowhere 
to be seen. 


Have your say www.gamestm.co.uk/forum 
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C an a game such 
as Condemned be 
considered fun? 
Well, yes, or we wouldn’t 
play it. Is it enjoyable? Now, 
that I don't know. Only bad 
things happen to you, from 
start to finish, in a series of grim locations that 
start at fetid slum and deteriorate from there. 

Condemned was the first game to give me a 
jott in many a year. I would be afraid to proceed 
to the next room for electric paralysing fear of 
what may lurk there. This would usually be a 
screaming mad tramp which - all sci-fi beasts 
aside - is pretty much the last thing I’d want 
to encounter in the dark. The clumsy combat 
system and awful meat-and-bone impact sounds 
made it feel all the more like you were beating 
people to death in an ugly, awkward, spittle-and- 
grimace scramble for survival more akin to how 
shit might go down in real life, far from night 
vision and suppressed MP5s. In Condemned, 
you feel like there's a vagrant living down in 
the muck and decay who has it in his diseased, 
shrieking head that he’s going to kill you, and he 
stands a good chance of doing so. It’s terrifying. 
Much of the fear stems from being denied a 
complete view: everything is deathly dark, save 
for a precious small disc born of the world’s least 
effective flashlight. 

For some strange reason, this was something 
I was eager to repeat, and when Condemned 2 
surfaced I settled in for the night, lights off, 
sound up. After a short while I had killed a lot 
of tramps, had my brain bashed in with a brick, 
and an old man in a raincoat had vomited a 
gallon of black tar mucus into my face and eyes. 
Things continued in this vein for quite some time. 
Creeping around. On edge. Terrified. 

When, in a filthy abandoned hotel, a tramp 
leapt at me waving the scariest thing a tramp 
can wave - a needle - I smashed his head in with 


“I had fallen into a Condemned 


netherworld as punishment for 
toying with fear as entertainment” 


more repulsed vigour than I have ever directed 
at another character. I detected in the aftermath 
that my uncomfortably quickened heart rate and 
heightened flinching state suggested that, if I 
were to stand a chance of restive sleep before 
silly o’clock, it was time to switch off. 

I decided it was best to put all the lights back 
on - overheads, lamps... the lot - and read a 
nice book on the sofa. This I did for some time, 
until my chin dropped briefly to my chest. Then 
I opened my eyes as my heart tried to get into 
my mouth because everything was black. Faint 
outlines of the objects in the room were all 
that could be distinguished, charcoal hues on 
charcoal hues. I had fallen into some sort of 
Condemned nether world as punishment for 
toying with fearas entertainment and would have 
to sell my soul to escape. I checked the window. 
Black. The world was dead. 


Fumbling to the kitchen for my Maglite, the 
irony was not lost on me that earlier that evening 
I’d been poking around in unknowable darkness 
with only a torch for illumination, purely for fun, 
and now here I was peering around my hell 
home with a soft beam, creating alien shadows 
from once familiar objects, trying to read the 
impenetrable darkness. 

I don’t know how long it took to realise there 
had been a power cut, probably only moments. 
The brain startled from sleep is susceptible to 
foolish thought. Although I used to enjoy a good 
blackout - the adventure, the siege mentality, 
an excuse for candles - that night I did not sleep 
until the lights came back on. Respect is due to 
Condemned 2 for that. 

iitmvmv.hWM 
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The Thread 


Its KOTOR heritage is very clear 
and I’m surprised to see that it i 
suffers from the same technical problems 
(long loading times, small areas, dodgy 
frame rate, texture pop in, a main character 
that runs like he’s shat himself) as the 
earlier game. But somehow it doesn’t 
matter at all. It’s amazing what M 
difference a quality script and some 
decent voice acting can make. 


GARWOOFOO DISCOVERS MASS EFFECT. AT THE SOCIETY (SOCIETY.MISKIE.NET) 


IT WOULD BE REALLY 
NICE IF YOU GOT ME: 
CELESTION ALNICO GOLDS 
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We Make Gamers 


For more details go to www.packardbell.co.uk 

or visit your local PC World store 






waiting for Square Enix to announce something concrete 
about the release of Final Fantasy XIII before announcing 
anything of their own. Metal Gear Solid 4's release has 
been announced (as has another PS3 special pack), 
though, as you may or may not know, Metal Gear Solid 
isn’t exactly the century-shaking series here as it is over 
there. Nonetheless, MGS4 is the first genuinely huge 
PS3 game and the only title (except FFXIIH that people 
have been waiting for since before the console launched, 
and now Konami and Sony have seen fit to bless the 
game with a premium price tag of ¥8,800. 

That’s just how it goes in Japan. If publishers 
predict something will sell, they charge the earth. In, 






TEACH YOURSELF 

JAPANESE 



LESSON: #69 

Ad for band members - Part 2 


Umai hito ha saikin, 
yamechaimakutteru node, yahari 
hetakuso na hito daikangei 

We've had a lot of proper bassists quit on us 
lately, so it would help if you absolutely suck 

Houyouryoku no aru hito (tatoeba 
jiheishou no otouto no iru hito) ga ii desu 
We’d prefer you to be an open-minded individual 
(having an autistic little brother is a plus) 

Arukooru izonshou no hito wa 
okotowari desu 



TORRENTIAL PAIN 


Two weeks after finally getting internet at home, 

I received a letter saying it would be shut off and 
that nothing I said would change their minds. I 
called and asked, "What the hell?’ I was told I was 
using my connection to torrent and seed pirated 
games. They then read me a list of the titles I’d 
been torrenting and seeding, including, among 
others, Soma Bringer, a game I’d bought in a 
shop; Patapon, which I had no interest in; and 
the second Professor Layton. I solved the puzzle 
- probably because I’d already played a legally 
purchased copy of the first Professor Layton - and 
said: "My wireless connection is open." "You do 
realise that's a violation of our terms of service,” 
said the cold female operator. "Well, I couldn’t 
get the WEP key to work with my Nintendo Wii," I 
said, immediately gritting my teeth. I’d revealed I 
was a gamer. I really shouldn't have. She paused 
for a minute. "We get that a lot," she said. The 
conversation ended. A month later there was no 
more internet. The bastards had given me till the 
end of my billing period, which I suppose was nice 
of them. Though, I wouldn't go as far as to say that 
it was quite nice enough. 


oday, 28 March, 2008, part of 
W&M the world broke, and most 

I people will never realise. 
mjtgSgffl I don’t even know where to 

start. All I know is that it's my duty as 
a person with a page in a magazine 
to make it sound as ridiculous as 
possible. Today Sony Computer 
Entertainment Japan and Polyphony Digital released 
Gran Turismo 5 Prologue Spec II for PlayStation 3. In 
short, this is a downloadable ‘upgrade’ to a playable 
demo version of a highly anticipated game with no 
confirmed release date. Moreover, the playable demo of 
Gran Turismo 5 (entitled Gran Turismo 5 Prologue) had 
a downloadable playable demo (entitled Gran Turismo 5 
Prologue Playable Demo). Prior to the playable demo of 
the playable demo, Sony released a demo of a prequel to 
the sequel to Gran Turismo 4 and called it Gran Turismo 
HD Concept. Gran Turismo HD Concept was a market- 
test to see if people would like paying per car, which no 
one seemed to notice would 
probably be cheaper than 
paying the full price for the 
full game. I mean, who drives 
every car? Sony eventually 
backstepped, announcing 
it was just going to put a number onto the game 
and release it as a disc after all, when its notoriously 
poor attempts at communicating with its audience 
backfired once again. This was around the time Namco 
Bandai released Idolmtdster, a game where, hilariously, 
a player wanting to collect everything would need to pay 
something like £1,000. 

I’m getting off track. The point is, a game company 
released a sequel to a playable demo (with a playable 
demo) of a game with an unconfirmed release date. The 
way the Japanese marketing machine works is, if no 
one dies in a manner that a lawyer can prove, within 12 
seconds, was directly related to this game, no one will 
consider it a failure, much less a bad idea. 

So here we are, in Japan. It’s not like I came here just 
for the games, I have ’other interests', though right now 
the Japanese industry resembles a game of baseball 
where the pitcher refuses to throw the ball to set 
everything in motion. Most developers here seem to be 


say, America there’s a social consciousness where 
something of undisputed quality should be cheaper so 
as to share it with everyone. In Japan, where it’s rude for 
money to pass directly from one hand to another, even 
when buying a can of beer (set the money in the little 
tray, the cashier takes it and sets your change in the 
tray), consumerism is a double-edged act of respect: the 
buyer doesn't just pay the seller, he respects him. Hence, 
the gamers of Japan willingly and lovingly surrendering 
¥10,000 for Dragon Quest VIII or Final Fantasy XII. 

In times like these, people often pray for some sort of 
saviour. For me, that saviour is Bangai-0 Spirits for DS. 
I’ve always been a fan of Treasure, and always loved the 
original Bangai-Oh over all its other games. This time, 
however, the developer has outdone itself. Spirits is a 
puzzle game, a platformer, a fighting game, a shooting 
game - it's whatever you want it to be, and it’s gorgeous. 
Throw in multiplayer and a level editor and you have a 
game that people will still be plumbing in a decade. It’s 
Brain Training for God. 


It scares me, however, to read the Amazon.co.jp user 
reviews of the game: too much slowdown when lots 
of bullets are on screen (that's for dramatic effect), no 
voices, a weak ’story', and it’s too difficult. It’s the most 
frightening thing in the world to see a man writing a user 
review on Amazon.co.jp insist he loves Treasure games, 
and that this title is a masterpiece, and then proceed to 
give it 2/5 because, ’’It's too hard for newcomers”. What 
the hell's happening to Japanese gamers? 

Meanwhile, it’s the West, not Japan, that’s producing 
all these low-budget, fascinating, deep indie games. If it 
weren't for my ‘other interests' I’d be considering finding 
a job outside Japan, right about now. At least then I’d be 
able to walk to a store and buy Viking: Battle ForAsgard 
instead of having to rely on friends to pick it up for me 
and then conveniently forget to ship it for three days. 


KIND REGARDS 




BANGAI-0 SPIRITS IS A GAME PEOPLE 
WILL STILL BE PLUMBING IN A DECADE. 
ITS BRAIN TRAINING FOR GOD 
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CANT DESTROY PLANETS OR CHAT UP: 
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FANTASY \ DESIRE AtYeAsY mOPE TO ONEWAY 






Choice. I'm no fool. I understand 
the conceit. Every narrative necessarily 
follows the choices of the author, not the 
participant, be it a book, a film, or, for me, 
a videogame. Eventually we are pushed 
into the conclusions created on our behalf. 
Sometimes we are allowed the illusion of making our own 
destiny, but that’sall it is: an illusion. 

I have always enjoyed a good first-person shooter 
- arguably the zenith of linearity - but recently I’ve been taken 
in by role-playing games. And after completing BioWare’s 
excellent Mass Effect, I can’t help but wonder whether or not 
it contained any more choice than a game as pedestrian as, 
say, TimeShift. 

I’ve since concluded that the problem was with me rather 
than the game. Or to put it another way, the problem was 
with my own curiosity, sexual proclivities, and damaged 
imagination. However, on more than one occasion, I tried 
to think ’outside the box’, for want of a better term, and 
discovered that my decisions could not be played out. I tried 
many times to cop off with the sexy mature doctor and even 
had a punt at the feller with the implants, but every time, my 
advances were refused. 

And what of the bad guy? I really rather liked him. How cool 
would it have been to help him destroy the universe rather 
than fly about rescuing bumbling, stranded scientists? The 
main reason I play games is that they help me to escape from 
my own existence and, if only for a short time, be someone 
else. I can’t destroy planets or chat up whomever I so wish 


in my own life, so I exist in these games to play out whatever 
twisted fantasy I desire. At least I hope to one day. 

I know, I can hear the printing presses at the Daily Hate 
Mail going into overdrive, preparing headlines about our 
children being taught to rape, hate, and kill. For many, my 
videogame utopia would be confusing without a logical path 
upon which to exist. But give it a chance. We draw the most 
fun from a game when something unexpected happens and 
we can tell our friends about the experience. Is this really that 
much different? A game in which the outcome is completely 
down to the player and what they want to happen? Rules are 
for reality, I say. 

As I said, I’m no fool. I know that programming such 
choices would prove a logistical nightmare, and Mass 
Effect is probably as good as it gets for the moment, but 
it is wonderfully exciting to think that as storytelling and 
interaction improves there could come a time when Saren 
and I could go on a planet-destroying rampage, flirt with 
some male/female/alien/android creatures and play space 
pool? In this brave new world, I would like to think that the 
doctor might actually fancy me. 


BY: LES JOHNSON 


AKA: BUTCH65 


Make yourself heard Want to have your 

say? Then visit the games™ forum at www.gamestm.co.uk/ 
forum or email us at gamestmfaimagine-publishing.co.uk 
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RIGHT TO 
REPLY 


ON OUR recent visit 
to Namco Bandai in 
Tokyo, we attempted 
to sotve the mystery of 
why Western games 
fail so miserably in 
Japan. The most 
persuasive answer we 
were given was that 
Western gamers like 
a playground in which 
to create their own 
gameplay, whereas 
Japanese players want 
to be assigned a strict 
mission to overcome. 
As Les points out, 
today the two are more 
or less the same thing 
presented differently. 

Both David Cage 
and Will Wright see 
a future in which this 
unlimited choice is 
possible, where games 
will write their own 
code as you play, 
tailoring the story to 
the kind of person you 
are and the choices 
you make. In this 
future, games will no 
longer mimic reality. 
They will be reality. 


HONOURABLE MENTIONS Choice Cuts From The Competition 


-> Posted by: Captain Bus 

One trick a single- 
player experience 
has is that it gets 
the full attention 
of just one person, 
whom it can lead on incredible 
adventures. Even platformers can 
have a story wrapped round to make 
the setting more evocative and the 
characters more thought provoking. 


-> Posted by: Bob Syko 

You might be 
wondering why 
I loved Audiosurf 
so much if I only 
spent a weekend 
playing it. The answer to that question 
is simple. Over the entire weekend I 
got nothing done. Didn't take the dog 
for a walk, didn't eat properly, I even 
missed Sunday dinner. 


Posted by: Somerset 
Bumpkin 
Minor updates 
of videogames 
tap into the skills 
left wasted at the 
previous game’s 
credits screen. They allow you to 
enjoy what you know and love. This, 

I put to you, is real pick-up-and- 
play gaming. And not a magic 
wand in sight. 


-» Posted by: DOOBIVOOS 

Well, [ Forza ] 
was fun while it 
lasted, but the 
honeymoon period 
is now firmly 
over and this game is dragging on 
like a bad relationship. The initial 
excitement is now a distant memory 
and the boredom of routine has killed 
any trace of passion. 
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Advertorial 


ONE-DAY-ONLY OFFERS 




Stay ahead of the 
game with Tgrav.com 


Bringing entertainment to you 




Games 

for Windows 


H TGRAV.COM'S brand new selection of 
premium Playseats offers gamers the 
comfort and control necessary to beat the most 
challenging racing titles. From outrunning the cops 
in Liberty City to reaching breakneck speeds on the 
tracks of Gran Turismo 5 Prologue, the Playseat 
is the world’s number one videogame racing seat, 
designed to optimise and enrich your virtual driving 
experience. The Playseat can be used with any 
console and with any combination of steering wheel 
peripherals to push your performance to the limit. 


Tgrav.com is the one-stop online shop for 
serious gamers, partnered with the best brands 
in the videogaming industry, and packed with a 
huge selection of hardware, videogames, and 
peripherals. Tgrav.com knows videogames and 
knows gamers. 

With 15 years’ worth of videogame retail 
experience, tgrav.com ensures that its customers 
receive a quality service that is second to none. 
Working closely with some of the biggest 
publishers in the industry, tgrav.com provides 


special offers that you won't find anywhere else on 
the internet. All games are shipped first class and 
free of postage and packaging. This means you’ll 
get to play all new releases on their day of release. 
No exceptions. 

Tgrav.com is committed to providing the best 
value on the hottest gaming products on the 
market. Every day, gamers can check out the Daily 
Deals section for the latest selection of bargain 
peripherals and games. These deals are exclusive 
to tgrav.com and are available for one day only. 
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THE REAL-TIME STRATEGY genre is full of copycat gameplay and generic art 
design, but with the Homeworld series, Relic was determined to buck this trend. 
Of course, with the action set entirely in space, this was not an easy thing to 
achieve - the emptiness of space ensured that the game’s personality had to be 
captured solely from the rival factions and their various units. Relic art designer 
Rob Cunningham, the man responsible for much of the concept art on these 
pages, was keen to avoid the streamlined look of Star Trek and many other 
popular sci-fi franchises. So instead, Homeworld ' 1 s spacecraft had a chunkier 
‘nuts and bolts’ feel, which, by the virtue that Homeworld 2 is remembered for 
its striking appearance, was ultimately a decision that paid off. 
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on the she lf, I think th e ga mer would have an 
individual preference anyway” 


KATSUTOSHI SASAKI 
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Assessing the quality of a fighting game 
is virtually impossible at such an early stage. 
In this genre, worth is dictated by balance. 


pCTCT SOUL CALIBUR IV 


MULTIFORMAT 


i 


Format: 
Xbox 360, 
PlayStation 3 


Developer: 

Namco Bandai Games 
Release: 


Beat- Em-Up 


Developer Profile 


Prior to merging 
with Bandai Limited 
in 2005, Namco had 
already earned a 
reputation as one of 
the most iconic game 
developers in history. 

A key player since 
the very dawn of the 
industry, franchises 
like Tekken, Ridge 
Racer, and Time Crisis 
are landmarks in 
both the arcade and 
console markets. 


Soul Calibur 
1998 [DC] 


Time Crisis 
1995 [Arc] 


Tekken 

1994 [PSone] 


Ridge Racer 
1993 [PSone] 


Namco can claim 
many high points, but 
above and beyond 
all of them is Pac- 
Man. The 1980 game 
caused an immediate 
sensation and helped 
to establish the 
videogame industry. 


Soul Calibur IV 

rnMPFPT * What P art name Sou/ Calibur I Vdon't you understand? 
UUI NL/L.I I The fourth game in the Soul Calibur series. 


Two new characters make Soul 


Caiibur’s Force stronger than ever 


A s gamers, we are used to being 
consistently delivered the cutting- 
edge. Moving the hardware forward 
then providing the games to prove it is what 
has driven the industry since the NES, and 
now that the channels of digital distribution 
are open we expect it more than ever. Given 
that the games are our key indicators for 
progress, the desire to be the studio to push 
further than the competition - a Valve or a 
Blizzard, for example - is slowly consuming 
development. The modern industry is running 
short on room for more World Of Warcraft 
clones and World War II shooters. There will 
always be a better alternative. 

We can’t claim to know exactly what 
was on the minds of Namco Bandai’s Soul 
Calibur IV team as they developed the game, 
but we’d be very surprised if it didn’t involve 
this acceleration of progress and choice. The 
tautly balanced Virtua Fighter 5 was released 
just six months ago, and is being rightly 
hailed as the series’ highlight. Even as we 
sit to speak with Katsutoshi Sasaki - Soul 
Calibur IV’s director - in Namco Bandai’s 
Tokyo office, teenagers across the city are 
thumbing change into Tekken 6 arcade 
cabinets, with Sony poised to incorporate that 
feedback before unleashing it on PS3. Then, 
of course, there is Street Fighter IV. 

Fighting games cannot bear too much 
change. More than perhaps any other genre 
they rely on finely balanced and nuanced 
controls, with characters that both stand 
alone and perfectly complement each other. 
Any new element can upset the delicacy 
of this relationship. Indeed, Soul Calibur III 
arguably represents the moment when 
Namco Bandai lost a slender part of its 
previous magic through too much tinkering. 

It is a worry that Sasaki warmly 
acknowledges. "That’s the most difficult part 
of making a new Soul Calibur," he explains. 
"How do you update and keep it fresh without 


scaring people away? The most important 
thing is to not have change for the sake of 
change, and make sure that it matches the 
game and adds to the experience. It must be 
an extension of Calibur gameplay. With the 
online play, however, we are certain that the 
fans will enjoy it.” 

Virtua Fighter 5 has already established 
a fault-free online component that will be 
possible to match but very difficult to beat, 
and Namco Bandai must ensure that Soul 
Calibur's introduction to community play 
runs smoothly. Online is one of the attributes 
that modern console gamers now expect 
from the next generation, and can profoundly 
affect the perceived value of a game that is 
primarily played in company. There is now 
very little excuse to get it wrong. 

Ill Sasaki also wanted to enhance the 
importance of the detail of each stage. 
Fighting games have been allowing 
interaction between avatars and backgrounds 
for a long time, but the power of PS3 will 
push the concept further than ever before. 
"The destruction of the environment and 
the background objects is something 
we are doing more of now we have the 
new technology," says Sasaki. "Also, the 
way the character’s costume and armour 
break is something that I think our fans will 
appreciate. The look of the game changes 
as you fight." 

This is most apparent in a gameplay 
feature called the Soul Gauge, which was 
debuted to us at Namco Bandai’s offices. 
Placed at the end of the health bar, the Soul 
Gauge is a colour meter that changes from 
blue to red depending whether your character 
is attacking or defending. When a character 
is at an extreme disadvantage - perpetually 
blocking under a reign of punches and kicks, 
for example - the Soul Gauge will begin 
to flash. If the attacker lands a heavy blow 
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while the meter is flashing, an item of their 
opponents armour will shatter. 

Each character wears three pieces of 
armour - one on the shins, one round 
the waist, and the last on their shoulders 
- which is denoted by a second, smaller 
meter on their side of the screen. If even one 
of this meter's three sections is depleted it 
will give the attacker the opportunity to end 
the match in immediate and spectacular 
fashion using a ‘Critical Finish'. Sasaki 
insists that it’s far less complicated than it 
sounds, and he's right. The idea behind the 
Soul Gauge, Sasaki tells us, was to keep 
the fight fluid and open. In Soul Calibur IV 
playing on the counter attack can lead to a 
nasty demise, as Sasaki demonstrates by 
ramming Siegfried's head into the floor with 
Taki, much to his own amusement. 

However, it is difficult to escape that, 
whether Soul Calibur IV is directly pursuing 
it or not, there is more at stake than ever 
before. Japanese gamers are famed for their 
insular tastes, but the continuing expansion 
of the industry, led by Nintendo, is as much 
a part of day-to-day discussion as it is in 
Europe. With so many more gamers to sell to, 
a regional hit simply won't do. Soul Calibur IV 
needs to sell the world over. 

Sasaki concedes that there may be 
natural differences in the tastes of the 
Japanese and Western game audiences, but 
the subject matter and iconography of Soul 


Calibur bridges the divide. "In my opinion, 
Japanese gamers prefer to have some kind 
of a mission assigned to them and then try 
and clear those objectives," he observes, 
"whereas Western gamers seem to enjoy 
being given an environment and creating 
their own gameplay. With Soul Calibur, I think 
the martial arts theme carries a universal 
appeal. The weapons especially have a visual 
impact, like the giant sword or adopting a 
stance with nunchuks. There's something 
very appealing about that to both cultures." 

But then there is the casual market, ever- 
expanding and increasingly at the forefront 
of publisher's minds. Fighting games are, by 
their very nature, hardcore. Games like Soul 
Calibur and Virtua Fighter demand dozens of 
hours of studied practice to reveal the depth 
of their quality. It is a genre that has more 
to do with the players and the culture that 
surrounds them than the games themselves. 
Nevertheless, Soul Calibur IV does make a 
token nod toward casual players, with two 
bonus characters: Yoda and Darth Vader. 

"The main draw for the casual users is the 
Star Wars characters," Sasaki agrees. "They 


PRESENTING... HILDA 


IN THE grand tradition 
of Japanese developers 
choosing inappropriate 
names for Western 
characters - think Lost 
Planet’s Wayne the Space 
Pirate - Namco Bandai 
Games has christened the 
third new character Hilda. 
Dressed in armour redolent 
of a medieval knight or 
Joan of Arc, Hilda carries 
both a short sword and 
a spear, allowing her to 
attack enemies in close 
quarters or at range. 
Unfortunately, the Soul 
Calibur team is very serious 
about perfectly balancing 
the combat, and we were 
not allowed to play as 
Hilda in such an unfinished 
state. Though plenty have 
already been announced, 
more new and returning 
characters should be 
revealed over the next 
couple of months. 


“The next-gen systems make online play 
easier and we took the opportunity to 
make an online Soul Calibur experience 


KATSUTOSHI SASAKI 


NAMCO BANDAI GAMES 



■ Above: Playing with Darth Vader was enormously satisfying. Big, powerful, and quick when attacking, even without deep experience we managed more 
wins than losses. His Force attacks are also more appealing than those of Yoda. Of the four characters we played with, Yoda seemed the least balanced and 
convincing. His size and weakness generally outweighed his speed, but a greater knowledge of his Force attacks might redress the balance. 




M 




■ Above: The dodo lurking in 
the background is an example 
of Soul Calibur tv's attempt to 
inject more life into each match. 

In the finished game it should 
be possible to kick these extinct 
animals very hard. We hope. 

Soul Calibur IV has already 
attracted negative press over 
its objectification of women. Not 
every character has fetishised 
breasts, but all are fuelled by 
male fantasy. We accept, however, 
that many will see this as a good 
thing. ■ Below: Cervantes will 
be returning for the fourth Soul 
Calibur game, but the full roster 
has yet to be announced. 
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are incredibly popular all over the world, 
and adding them to the Soul Calibur brand 
should bring in many new players. Also, 
players who have played Soul Calibur before 
but not in a while might now be tempted to 
return for another try. The core players are 
pretty much happy with the characters and 
gameplay, so we’ll expand upon that and 
provide some new features too." 

Our immediate response to the 
announcement of Yoda and Darth Vader's 
inclusion was suspicion. The popularity of the 
Star Wars franchise cannot be ignored, and 
the cynic inside signalled the move as, well, 
exactly what it is: the use of popular icons to 
attract new players. This being Soul Calibur, 
however, a great deal of effort has gone into 
making both characters gel with the overall 
game. Yoda is small and weak but can attack 
with great speed, covering large distances 
with a single strike. Darth is very tall and 
walks with leaden feet, but the power and 
pace of his Lightsaber strikes make him an 
even more formidable opponent than Yoda. 

Both characters have a unique ’Force 
Meter’, which dictates their use of special 
attacks - Yoda's allow him to attack while 
flying through the air, whereas Darth Vader's 
are more traditional manifestations of 
the Force’s invisible power. The one thing 
that unites these two characters is the 
familiar whoosh and hum of their swinging 
Lightsabers. We were well prepared for the 
sound, but to hear it in the context of a Soul 
Calibur battle is thrilling. 


However, in keeping with the series’ 
tendency to tailor bonus characters to 
specific platforms, unless you own both a 
360 and a PS3 you won't be able to play with 
both the light and dark side of the Force. Yoda 
is green, and so is exclusive to Microsoft, 
whereas Vader is black and shiny, and finds 
his home on Sony's monolithic console. It 
may not exactly be scientific, but it is a very 
deliberate decision by Namco Bandai. “One 
of the jobs software has is to propel hardware 
sales in general," Sasaki comments, "and by 
putting both characters on both versions it 
would limit the game’s ability to do that. If 
a player prefers Yoda over Vader they might 
feel compelled to buy one of the consoles.” 
For all those patiently waiting for Soul 
Calibur IV before they leap aboard the next 
generation, Star Wars characters might 
make all the difference. Soul Calibur has a 
loyal following of reasonable size, and the 
latest game’s balance of new and old should 
prove very satisfying. But for the vast majority 
of gamers one fighting game is more than 
enough, and the quality of the competition 
leaves them with a difficult choice. “Each of 
the franchises is very unique, and each has 
its own strengths," Sasaki says, remaining 
philosophical. "My job is just to appeal to 
Calibur fans and attract some new ones. If 
this was side by side with Street Fighter IV 
on the shelf, I think the gamer would have an 
individual preference anyway. I’m just happy 
that the fighting genre in general is /7\ 
getting so much attention." 
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Command & Conquer 
Red Alert 3 

mMPFPT * R e < 1 Alert returns, this time with a brand new Japanese faction and 
OUf 4L*LJ I a co-op campaign. This could be EALA's finest RTS to date. 


Why won’t they just leave Albert Einstein alone? 


L et's not beat about the bush here: Red 
Alert 2 was one of the most important 
RTS games ever released. It became 
a benchmark for the genre and ensured that 
the Command & Conquer franchise would 
enter the new millennium with fists held 
high. So, news that EALA was working on a 
third entry in the much loved series has lit 
up internet forums - millions of fans have 
unanswered questions. Will there be a new 
faction? Is naval combat planned? Will there 
be any ridiculous unit types? These are all 
queries that can now be resolved. 

Red Alert 3 is set during a Third World 
War. Following the events of Red Alert 2 - 
the allies teleported to Moscow and brought 
down the Kremlin’s defences - the Soviet 
Union’s leaders decide to travel back in 
time and mess with history. The typically 
far-fetched plan is to 
reinstate the crumbling 
state’s good fortunes 
by killing the man that 
caused things to go wrong 
in the first place, Albert 
Einstein. Unfortunately 
for our time-meddling 
comrades, the mission has unforeseen 
consequences and the Japanese become far 
more technologically advanced as a result. It 
effectively means that a new superpower is 
born - the Empire Of The Rising Sun. And 
not surprisingly, the Allies, Soviets, and 
the Empire all become embroiled in bitter 
warfare with each other. 

Ill The Empire will, of course, be a new 
playable faction - the first time that there 
have been three truly unique groups in a Red 
Alert game. We’re told that the Empire will 
possess some of the wildest weaponry so 
far - we’re talking a crazy mix of Japanese 
culture and sci-fi fantasy - and that the 
faction will have the strongest naval units of 
the trio. Which brings us neatly to the next 
big news flash: there will be sea warfare 
and plenty of it. 

Now, there’s a good reason why many 
RTS developers steer clear of oceanic 


conflict and it’s quite simply because it isn’t 
that easy to pull off. Even EALA’s Command 
& Conquer 3: Tiberium Wars kept the 
fighting on dry land, so it will be interesting 
to see how the studio deals with this new 
feature. One of the main reasons why 
nautical antics aren’t successful is the fact 
that key resources and facilities are often 
easier to deal with on land and this means 
that players can often treat the sea as an 
inconvenience or an obstacle rather than an 
area that they can rule. In order to remedy 
this, we’re told that Red Alert 3 will have a 
great number of amphibious units, which 
should mean that players are able to switch 
between land and sea with greater ease. 
Naturally, out-and-out naval or land units 
will be more powerful than the hybrids, but 
it’s a welcome addition all the same. 


“Red Alert draws in the casual players 
with its over-the-top stories, instantly 
accessible mechanics, and fun design ” 

mikeverdu, 32B333E33E33II11S3 


The biggest addition is the new co-op 
campaign mode. Missions are all designed 
for two players, your second commander 
being either an online friend or Al. You’ll be 
able to share your co-commander’s line-of- 
sight and repair abilities, and each side will 
even be able to build units to give to their 
ally. With voice communication enabled 
this new feature could add a whole new 
layer to traditional RTS tactics. The true 
test for EALA, however, is ensuring that Al 
commanders don’t win entire battles on the 
player's behalf, or worse, do nothing at all. 

However, we have faith in EALA. Tiberium 
Wars was a return to form for the RTS 
brand and Kane's Wrath is a good-quality 
expansion pack. It was only a matter of 
time before the studio turned toward the 
Red Alert series. We’re excited about this, 
and that speaks volumes coming at a time 
when a new real-time strategy title is ^ 
announced every other week. 


\ 

INFORMATION 


Details 


Format: 

PC, Xbox 360 

Origin: 

US 

Publisher: 

Electronic Arts 
Developer: 
In-House 
Release: 
Q4 2008 
Genre: 
Real-Time Strategy 
Players: 
TBA 

Developer Profile 

Electronic Arts Los 
Angeles was founded 
in 1995. Originally 
known as Dream Works 
Interactive, the studio 
was acquired by EA in 
2000 and the name was 
changed as a result. 
Since the acquisition, 
EALA has primarily 
produced Medal Of 
Honor instalments 
and real-time strategy 
games - most notably, 
new entries in the 
Command & 
Conquer universe. 


Developer History 

Command & Conquer 3: 
Kane's Wrath 
2008 [Multi] 
Command & Conquer 3: 
Tiberium Wars 
2007 [Multi] 
Medal Of Honor Airborne 
2007 [Multi] 
The Lord Of The Rings: 
Battle For Middle-Earth II 
2006 [Multi] 


High Point 

Strategy fans will 
claim that Command 
& Conquer 3 is the 
studio's finest release 
while FPS followers 
will surely say that 
Medal Of Honor 
Airborne deserves 
the crown. Both are 
top titles. 




■ Above: Buildings will be placed on a grid system, 
which might limit base design but should ensure that 
units won’t get stuck behind structures. Right: The 
introduction of a co-op campaign mode is welcome 
- and surely the game’s most exciting new feature. 
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Above: The Empire Of The Rising Sun is an all-new third faction. EALA hasn’t revealed too much information about this technologically 
advanced group, but we’re hoping to see some truly ludicrous unit designs in the near future. Below: It’s planned that beta keys for Red 
Alert 3 will be given away with copies of Kane's Wrath. The finished game should be made available some time this year. 


IT MIGHT sound a little odd, but the EALA 
team are intending to make sure that Red 
Alert 3 is a slightly slower game than 
Command & Conquer 3. There’s a strong 
feeling that gameplay was a little too 
fast in the studio’s last effort and that 
the dreaded ‘tank rush’ occurred far too 
regularly. In Red Alert 3 ; players that rush in 
straight away are likely to be unsuccessful 
as the new units won’t have quite so many 
abilities and the combat will apparently be 
slightly more complicated. If this is true, 
then perhaps Red Alert 3^ multiplayer will 
be a little more forgiving to newcomers and 
hopefully we won’t end up with everyone 
just building one or two types of units. 
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■ Above: Characters won’t just be defined by a bunch of sliders, this time you’ll be 
able to pick from a long list of traits. This means that you’ll be able to create some 
I incredibly dysfunctional sims and watch as they behave completely inappropriately. 
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NOT JUST FOR CASUALS 


THE SIMS SERIES is often associated with casual gaming, but EA is keen 
to stress that The Sims 3 will have plenty to offer traditional gamers too. 
The main reason for this, the studio claims, is that gameplay will include 
many objectives that play out in a similar way to RPG quests. For 
example, players will be able to leave their home and buy party supplies 
from various shops - what they buy will be entirely up to them, but it 
could well affect how good the shindig ends up. This, will also dictate 
what other sims feel about your character and consequently the moods 
of everyone involved. We’re also told that the skills sims can learn in 
these tasks may help with their careers. 


The Sims 3 

mMPFPT * s ' ms return * but this time they're able to venture into a thriving 
L/UI 'JwLl I town. Character customisation will also be vastly improved. 


Out of the dollhouse and into the town 


E ach new quarter brings about a 
number of shocking videogame 
announcements, but the proclamation 
of a new sims title is not one of them. The 

two full games and 14 expansion packs have 
shifted almost 100 million units in the last 
eight years and EA isn’t the sort of company 
to ignore such a great run of form. So, in true 
FIFA style, The Sims brand makes a bi-annual 
appearance, conquering the casual masses, 
but slowly chipping away at the interest of 
traditional gamers as a result. Don’t get 
us wrong, the franchise has proved both 
addictive and innovative during its lifespan, 
but it’s hard not to feel that The Sims 3 
might be one ‘digital 
dollhouse’ too far. 

And in all honesty, 
the first impressions 
don’t seem particularly 
overwhelming. The 
screenshots reveal a 
game that, although 
pleasant looking, doesn’t seem to possess 
as much sparkle and personality as some 
gamers may have hoped, while others witl 
find the continued absence of multiplayer 
a disappointment. Granted, nobody was 
expecting a full-on MMO, but in a game that 
effectively simulates real life, you can’t deny 
that social interaction is vitally important. 
But then, EA is well aware of this - the studio 


has just decided to steer clear of the online 
approach. So, rather than admitting more 
human participants, there’s been a move 
toward an Al-driven society instead. 

The upshot of this is that the game now 
operates beyond the comfort of a solitary 
home. Players will no longer be restricted 
to the one house - or the loading up of new 
houses every time they visit the neighbours 
- as The Sims 3 will grant access to an entire 
town and everything that happens within 
it. What this means, aside from far more 
variety, is that every NPC has a purpose. 
Forget the days when friends and colleagues 
would populate parties but rarely be seen 


at any other time. Wave goodbye to the off- 
screen employment system of old. Now it’s 
possible to watch sims trundle between tasks 
and interact with the environment 24/7. In 
many ways it's a predictable extension of 
the franchise - notice how the paths of the 
SimCity series and The Sims games are 
starting to cross - but it does give The Sims 3 
a distinct and promising open-wortd flavour. 


t; Sims can go beyond the boundaries of 
their home lot and immerse themselves 
in an open, living neighbourhood ’ 

ROD HUMBLEUBQQB 
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INFORMATION 


Details 

Format: 

PC 

Origin: 

US 

Publisher: 
Electronic Arts 
Developer: 
In-House 
Release: 
2009 
Genre: 
Simulation 
Players: 

1 

Maxis Profile 

Founded in 1987 by Will 
Wright and Jeff Braun, 
Maxis is famous for its 
wide array of simulation 
games. The studio’s 
second title, Sim City, is 
still regarded as one of 
the finest management 
games ever made, while 
The Sims is one of the 
all-time biggest-selling 
series. The studio was 
acquired in 1997 by EA 
and now operates as one 
of the firm’s brand names. 

Maxis History 

The Sims 

2000 [PC] 
Sim Safari 
1998 [PC] 
Sim Ant 
1991 [Multi] 
SimCity 
1989 [Multi] 

High Point 

Like it or not, The Sims' 
universal appeal won over 
people who had never 
previously played games 
- indeed over half of the 
Sims audience is female. 


But that's not to say that the smatt details 
have been tost at the expense of geographical 
freedom. In fact, the sims themselves are 
more intricate than ever before. Visually, the 
character-creation screen will allow for far 
more freedom and versatility, and technically, 
the stats system has been completely 
overhauled. The handful of sliders that used 
to determine the behaviour of your sim have 
now been replaced with a list of traits, an idea 
that EA picked up from reading dating adverts. 
Most people can describe themselves in a few 
words, so why should sims be any different? 
Players simply choose the five words that 
best describe the character they wish to 
make, and if it works, gamers will not only 
be able to accurately map the personalities 
of their friends, but also create raving 
psychopaths - assuming, of course, that the 
two aren't one and the same. If all goes to 
plan, these changes will be complemented 
by the alterations made to the emotions 
system, which, we're told, will also be far 
more complex than in previous outings. At the 
very least, combining traits such as 'clumsy' 
and daredevil' or ‘paranoid’ and ‘schmoozer’ 
should provide plenty of laughs. 

Of course, we'd imagine that Electronic 
Arts is already laughing. After all, with the 
announcement of these new features, there 
are millions of gamers that will blindly buy 
The Sims 3 the instant it’s released. But, 
not surprisingly, games™ isn't among that 
crowd. No, after almost eight years of toilet 
duties, furniture arrangement, and house 
parties we’re more than ready for a fresh and 
exciting Sims experience. Thankfully, despite 
some initial concerns, it appears that the 
development team are working hard to ,<7\ 
deliver just that. 


■ Above: There won’t be any multiplayer - not even the opportunity to roam around other people’s 
towns. Electronic Arts believes that The Sims is a private experience and the sluggish performance of 
The Sims Online does nothing to disprove such a theory. 
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■ There will inevitably be a number of The Sims 3 expansion packs, but the included editing tools should 
allow the community to produce a lot of great additions too. 
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WLKYRIA CHRONICLES 


PREVIEW I 


PLAYSTATION 3 



INFORMATION 


Details 

Format: 
PlayStation 3 
Origin: 
Japan 
Publisher: 
Sega 
Developer: 
In-House 
Release: 
Q3 


Valkyria Chronicles 

rnMPFPT * from ^ e 9 a w '^ c * ee P tact ' ca ^ combat and a finely crafted cel-shaded style. 

oUi OLr I Full third-person control vastly differentiates it from most other tactical RPGs. 


Finally a reason for the RPG hardcore to 
consider forking out for a PS3? I^gjggj 


■ Left: Valkyria Chronicles is being released in Japan as Valkyria Of The 
Battlefield: Gailian Chronicles any day now. A translation is already in the 
works. Below: If your character is equipped with a sniper rifle you can 
zoom in on an unsuspecting enemy soldier and take them out with a clean 
head shot You can also execute dual attacks with a team-mate. 

L J 



(Japan: 28 April) 
Genre: 
Action-RPG 

Players: 

1 

Developer Profile 

Toshihiro Nagoshi is head 
of the New Entertainment 
R&D1 studio at Sega, and 
formally headed Sega 
AM4. He worked on Virtua 
Striker and Daytona USA, 
and co-produced F-Zero 
GXwith Miyamoto. He's 
responsible for Super 
Monkey Ball, and the Ryu 
Ga Gotoku series - known 
as Yakuza in the West. 

Developer History 

Yakuza 

2006 [PS2] 

F-Zero GX 

2003 [GC] 

Super Monkey Ball 

2002 [GC] 

High Point 

Yakuza was excellent, 
feeling like a more 
accessible Shenmue. 
But F-Zero GXarguably 
takes the spotlight with 
its tight track design 
and frantic racing. 


I n the previous generation, PS2 was the 
champion of highly stylised Eastern 
RPGs - Ephemeral Fantasia, Disgaea, 
and Steambot Chronicles to name a few. 

While GameCube dabbled with the likes 
of Baiten Kaitos and Tates Of Symphonia, 
Xbox remained devoid of turn-based battles 
with manga-style heroes. But if the current 
generation is anything to go by, this trend 
seems to have been turned completely on 
its head. Whereas Xbox 360 can boast the 
likes of Eternal Sonata and Blue Dragon, 
PlayStation 3 bears only Enchanted Arms 
- essentially a 360 port. However, Sega’s 
Valkyria Chronicles seems set to give PS3 a 
killer app from Japan, and it looks stunning. 

Pioneering the new Canvas Engine 
developed by Sega Game Studios Japan, 
Valkyria Chronicles is leant a unique cel- 
shaded graphical style with crisp water- 
coloured textures, elegantly showcasing what 
PS3 can achieve outside an obsession with 
realism. The engine also complements the 
setting that is reminiscent of Thirties Europe 
and set in the fictitious world of Europa. Here 
the peaceful country of Gallia, sandwiched 


between the warring East Europe Empire 
and Atlantic Ocean Federal Organisation, is 
being invaded for its rich reserves of ragnite 
ore - a potent energy source. 

As interesting as cutting-edge graphics 
are, the title's most fascinating feature is 
its distinctive tactical RPG combat system. 
Described as BLiTZ - Battle of Live Tactical 
Zones - it comes across as a tactical RPG 
mixed with real-time action combat. From a 
top-down perspective of the battlefield, the 
game zooms into a third-person view of one 
of the troops below. From here the AP meter 
drains as the character’s actions are directly 
controlled by the player - be it climbing a 
ladder or lining up a lethal shot. 

Like many Japanese strategy titles, each 
character is fleshed out with their own 
motives and agendas - in a Rock Paper 


Scissors strategy style, and classes including 
rifle, anti-tank, and sniper. But don't assume 
the luscious scenery is just for show as the 
terrain significantly increases the tactical 
element. From scaling a building for the 
perfect sniping vantage point to adopting the 
prone position behind a sandbag, effective 
use of the battlefield is crucial to victory. 

Despite the focus on tactics and action, 
Valkyria Chronicles has an equally distinctive 
JRPG feel. Every unit is furnished with an 
HP bar - the tanks have two in body and leg 
form; enemy generals sport a ‘super Saiyan’- 
style glow; and behemoth steampunk-esque 
hover trains tear across the land. It's fair to 
say many have struggled to find a reason to 
own a PS3. For those who enjoy a good RPG, 
Valkyria Chronicles may be just what 
they've been holding out for. Vr ' 


Valkyria Chronicles has been requested by European 
fans. The unique graphics and compelling gameplay are 
just two reasons why we’re delighted to bring it to them” 
GARYKNIGHtlSEBSSaSa 
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MIDTOWN MADNESS 


THE MODE WE were least confident about before we 
started playing was GTA Race. We were concerned it 
would be a rather flat jaunt around a predetermined 
route through Liberty City with very little to mark it 
out as unique or noteworthy. Thankfully, Rockstar 
wouldn’t dream of disappointing us like that. GTA Race 
is like a gangster version of Mario Kan Checkpoints 
mark the course, there are no boundaries, civilian cars 
can be in the city, and weapon pick-ups are strewn 
everywhere. As a result, your starting vehicle can be 
blown up, but all you need to do is steal another. You 
could do that anyway if you don’t particularly like the 
car class the host has chosen. 
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■ Above: The scripted 
co-op missions only 
add to the multiplayer 
experience on offer in 
Grand Theft Auto IV. Right: 
Getting the balance right 
in a game like Cops ’N’ 
Crooks could have been 
a nightmare, but Rockstar 
North has called upon its 
experience and created 
a brilliantly organic 
multiplayer mode that 
creates epic set pieces. 
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Grand Theft Auto IV 

mNPFPT * Everything we've come to know and love about the Grand Theft Auto series 
Ow ! ’ ' and now you can share it with at least eight other people online. 


PREVIEW I 


GRAND THEFT AUTO I 


I MULTIFORMAT 






I f we were being harsh we would say 
that, so far, we have seen very little 
from Grand Theft Auto IV that was 
genuinely new or surprising. Niko is a 
fascinating characterand we look forward 
to spending more time with him, but for all 
his charm and strength, will he really be 
that different from the characters we’ve 
seen before? Only time will tell, and like we 
say, it may sound harsh, but the thing that 
will undoubtedly set this game apart from 
what has come before is its multiplayer. 
This is where Grand Theft Auto IV will 
separate itself from the superb selection 
of videogames that came before it and 
where it takes the most advantage of the 
fresh ideas Rockstar North has brought 
to the series. 

The promise of a Grand Theft Auto 
multiplayer has been around for a long 
time. It was hinted at but not fulfilled by 
the PSP outings. However, after spending 
several breathtaking hours with the 
Rockstar team, testing out some of their 
new online game modes, we can tell you 
that this is everything you could wish it to 
be. Of the roughly 15 multiplayer modes 
that Grand Theft Auto IV boasts, we had 
the honourof playing six. The most exciting 
of the bunch is unquestionably Cops ’N’ 
Crooks. This mode is a four-against-four 
contest that sees two teams alternate 
between playing as a band of LCPD and 
a gang of hoods. The objectives for the 
two sides are simple enough: the crooks 
must get their randomly selected boss to 
an escape vehicle marked on their GPS 


while the cops must kill the boss marked 
on theirs. The crooks can't see the cops 
on their maps and the cops can’t see the 
escape vehicle on theirs. The resultant 
game of cat and mouse was up there 
with the most exciting multiplayer gaming 
we’ve had the pleasure of experiencing. 
Whether running or hunting, this mode 
is captivating. Playing as the police is 
occasionally frustrating because chasing 
the mob across an entire island isn’t 
always a precise science, but when you 
finally catch them it all feels worth it. 

Ill Mafiya Work, an all-for-one mode, 
contains similar frustrations while also 


makes things a little more interesting, not 
that things weren’t exciting enough with 
the whole of Liberty City open to you. 

The last mode that we got to play 
was Hangman's Noose, a four-player co- 
operative mission in which we needed 
to protect Petrovic and then escort him 
to a helicopter. It’s essentially a scripted 
and more intense version of Cops ’N’ 
Crooks and a brilliant marrying together 
of Grand Theft Auto's excellent mission 
design with this generation's multiplayer 
expectations. This mission alone proved 
to us how such games as Kane & Lynch 
and Saints Row had completely failed to 
live up to expectation. 


INFORMATION 


Details 

Format: 

Xbox 360, PlayStation 3 

Origin: 

UK 

Publisher: 

Rockstar 
Developer: 
Rockstar North 
Release: 
29 April 
Genre: 
Action-Adventure 
Players: 
1-8 

Developer Profile 

As the original creator 
of Grand Theft Auto over 


offering many of the 
same rewards. Gang 
leader Petrovic calls 
all the players giving 
them an objective, 
and the one who 


“We’ve pushed ourselves to make something 
incredible and hope the game sets a new 
benchmark for interactive entertainment 


a decade ago, Rockstar 
North has gone from 
strength to strength in 
line with the growth of 
its signature franchise. 
Now, with Grand Theft 
Auto IV, it's looking to 
take on the media world. 


SAM HOUSER 


ROCKSTAR GAMES 


completes it first is 
paid for their efforts. 

The player with the most money by the 
end wins. However, simply getting to your 
objective first isn’t necessarily going to 
secure you the cash. Whether it is items, 
vehicles, people, or hits, another player 
can always pip you to the post. The heat 
is turned up with the addition of the cops, 
who treat your misdemeanours exactly 
as they do in the single-player: you get a 
Wanted level, a police search zone around 
you, and an escalating scale of pursuit. 
Trying to play a Deathmatch game with 
the LCPD hunting you down certainly 


The multiplayer aspects of Grand 
Theft Auto I V/ put all other attempts in the 
sandbox and gangster genres to shame. 
The game has us in its awe in every 
way imaginable, be it the excellent drive- 
by mechanics, the powerful weapons, 
the superlative voice acting, the tangible 
atmosphere on the streets, the superb 
car handling and expert structuring. 
Rockstar North has nailed it yet again 
and the Grand Theft Auto IV multiplayer 
is all the proof you’ll need to see it 
for yourself. T 3 > 


Developer History 

Grand Theft Auto: 
San Andreas 

2004 [Multi] 
Manhunt 
2003 [Multi] 
Grand Theft Auto III 
2001 [Multi] 
Grand Theft Auto 
1997 [Multi] 

High Point 

San Andreas was 
the final evolution of 
that generation of the 
series and was the 
game that, for better 
or worse, has come to 
epitomise the series. 



~\ 

■ Left: With improved drive-by mechanics, you need never hesitate before hopping in a car online. Even rocket 
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Deathmatches proved a delight even though such weapons can be the breaking point of other games. 
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Despite beginning 
its career with the 
psychokinetic shooter 
Disruptor, Insomniac 
Games made its home 
in the platform genre. 
Having created both 
the Ratchet & Clank 
and Spyro The Dragon 
franchises, the studio 
later became known 
for its ability to design 
innovative weaponry, 
as showcased in 
the underwhelming 
Resistance: Fall Of Man. 


Ratchet & Clank Future: 
Tools Of Destruction 
2007 [PS3] 


Disruptor 
1996 [PSone] 


With only four original 
IPs in the Insomniac 
Games paddock the 
pickings are slim. 
However, 2002's 
original Ratchet & 
Clank has easily done 
the most to solidify the 
studio’s reputation. 


Is this second time lucky for Sony’s 


fledgling PlayStation 3 franchise 


W hether by accident or by design, 
Insomniac’s PlayStation 3 launch title 
Resistance: Fall Of Man immediately 
found itself in daunting company. This 
was Sony's Halo, PS3's Gears Of War, the 
game to provide the world with proof of the 
console’s power and justify that £425 price 
tag. Insomniac didn’t ask for such pressure, 
of course, but it was inevitable. Every platform 
holder struggles to find games to sell its 
system, and Fall Of Man seemed like the most 
likely candidate from PS3’s initial slate. 

Given that the resulting game was merely 
good, it was immediately hailed as a major 
disappointment. Again, Insomniac didn’t invite 
this, but again, it was to be expected. At that 
point the term ‘next generation’ was nothing 
more than a marketing buzzword, and gamers 
were searching everywhere for evidence 
of what it might be. There were flashes in 
Fall Of Man, but little more. A smattering of 
fine set pieces and the impressively grand 
online multiplayer were roundly scuppered by 
some restrictive level design and unappealing 
visuals. It didn’t matter how many different 
ways you could shatter a sheet of glass, not 
enough about Resistance: Fall Of Man felt 
genuinely new. 

But will the sequel be better? Well, it 
will certainly be bigger, and for Sony in this 
console generation that seems to mean more 
or less the same thing. Resistance 2 begins 
with Nathan Hale's plane being shot down 
over Iceland, and the first level follows him 
as he fights through the Chimeran hordes to 
the relative safety of America - given that in 
the world of Resistance World War II never 
happened, Insomniac’s vision of America is 
one where the spectre of the Great Depression 
still looms large. Hale becomes part of a 
special unit called The Sentinels, which is 
made up of those immune to the Chimera 
virus. Before long, however, the enemy threat 
is bearing down, and an invasion begins from 
both the East and West coasts. 


Fundamentally, Resistance 2 will be 
about scale. The vast landscapes of America 
present a far more suitable environment for 
warfare, and geographically there is a great 
deal more variety to be found. Mountains, 
deserts, forests, beaches; America is like the 
entire planet in microcosm, and we expect all 
options to be fully explored by Insomniac. With 
the Chimeran armies growing in strength, the 
challenges facing Hale will be more daunting 
than ever. It is still unclear just how big 
the Sentinel forces are, but with marauding 
soldiers closing in from both sides at once 
it stands to reason that humans are now 
firmly on the back foot. Insomniac Games has 
also suggested that this dominance will be 
reflected in the size of certain enemies, the 
largest of which will dv/arf those seen in the 
original game. 

There is no reason why any of this should 
result in a more enjoyable experience, of 
course, but the developer clearly understands 
that the ability to play with friends can make 
even the dullest of games shine brighter. 
Resistance 2 will feature online play for up to 
60 players, with maps so large they feature 
both sweaty, close-quarters combat and 
grand battles in open fields. The landscape 
will also randomly generate - at least in part 
- so while major buildings will stay the same, 
cover will shift position every time you play. 
Should it actually run properly, Resistance 2 
might be as close to full-scale war as first- 
person gaming has ever been. 

Even more intriguing, however, is the 
idea of eight-player online co-operative 
play. Not only is this double the number of 
players allowed by the brilliant Halo 3, but 
also Resistance 2 will feature an entirely 
separate co-op campaign that runs parallel 
to the single-player mode. There’s so much in 
Resistance 2 that could potentially go wrong 
we dare not even think about it, but if you feel 
that ambition is its own reward then this may 
already be the most exciting prospect 
of the year ahead. ' 


INFORMATION 


Details 


Format: 

PlayStation V 
Origin: 

US 

Publisher: 

Sony 

Developer: 
Insomniac Games 
Release: 
November 2008 
Genre: 

Action-Adventure 

Players: 

1-2 (2-6o Online) 


Developer Profile 


Resistance: Fall Of Man 
2007 [PS3] 

Spyro The Dragon 
1999 [PSone] 


Hieh Point 


Insomniac is trying to use 
PlayStation 3’s power to cram the 
highest number of enemies on 
screen as possible and the American 
locales should offer far greater 
diversity than the English locations 
of the first Resistance game. 


PREVIEW I I PLAYSTATION 3 


Resistance 


2 


mMPFPT * The November 2008 release date indicates the importance Sony is 
wUl luLf 1 placing on Resistance 2. It will go head-to-head with Gears Of War 2. 
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PREVIEW f§lsjjM|| PLAYSTATION 3 


“Squads can undertake a fully 
independent online campaign built 
specifically for co-operative play 


PRESS RELEASE 


SONY COMPUTER ENTERTAINMENT 


As if the prospect of playing through a specially 
designed campaign with eight of your friends 
wasn’t enough of a treat, Resistance 2 will give 
you the choice of three unit classes. The Heavy 
unit carries a chain-gun, with each kill made 
charging up a shield that can be deployed at will. 
The Special-Ops unit has a modified version of the 
original game’s Bull’s-eye sniper rifle, which now 
carries a far more powerful and diverse zoom. 

Last is the Medic unit, which is arguably the most 
interesting of the three. The Medic carries a special 
weapon called the Medicator, which can only be 
charged by killing the enemy. Aim the same weapon 
at a friendly unit, however, and the bullet will heal 
your stricken comrades, even from long distances. 

In Resistance 2 it seems everybody fights. 






INFORMATION 


Details 

Format: 

DS 

Origin: 

US 

Publisher: 

Activision 

Developer: 

Vicarious Visions 

Release: 

Q3 

Genre: 

Rhythm-Action 

Players: 

1-2 

Developer Profile 

Acquired by Activision 
in 2005, Vicarious 
Visions was founded by 
brothers Karthik and 
Guha Bala in 1990. After 
porting the Tony Hawk's 
series toGBA in 2001, 
the company became 
synonymous with titles 
that pushed portable 
hardware. Although 
mainly working with 
handhelds the developer 
has also ported the 
Spider-Man and Jedi 
Knight series to console. 


Guitar Hero: On Tour 

fTlNPFPT * Guitar Hero goes handheld on the only platform that stands a chance of doing it justice, 
wl MOL.I I With the specially designed Guitar Grip this has every chance of being outstanding. 


Ever wanted to take Guitar Hero onto the 
streets for an afternoon of busking? 
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■ Below: It remains to be seen how capable the 
bass-deprived DS speakers are of replicating 
that thundering, rock star experience. 



Developer History 

Guitar Hero III: 
Legends Of Rock 

2007 [Wiil 
DOOM 3 
2005 [Xbox] 
Star Wars Jedi Knight: 
Jedi Academy 2003 
2003 [Xbox] 

Terminus 

2000 [PC] 

High Point 

Despite producing 
many impressive 
handheld titles, it's 
arguably the port of 
Doom 3 lor Xbox- 
originally a spec-heavy 
PC game - stands 
as Vicarious Visions' 
greatest achievement. 


I n a stroke of pure genius back in 2005, 
Harmonix built upon the success of its 
niche Frequency and Amplitude games 
- inspired by Guitar Freaks - and released 
a guitar peripheral game with a style and 
set-list that would appeal greatly to the 
Western market. But to what extent was 
that plastic axe the key to Guitar Hero's 
success? Would the title have sold anywhere 
near as well had it been a mere game of 
face and shoulder buttons? Blatantly not. 
With the guitar so crucial to the experience, 
it seemed, initially, that new owner Activision 
would overlook a watered-down portable 
Guitar Hero game. Maybe so in a world 
where PSP is the only choice for the 
wayfaring gamer. But then, as we all know, 
that isn't the case. 


What Guitar Hero: On Tour boldly aims 
to achieve is the replication of the popular 
Guitar Hero experience on the versatile 
Nintendo DS. This will be accomplished 
via a unique Guitar Grip peripheral. Four 
fret buttons mounted on a handgrip will 
snap onto the lower cartridge slot with 
strumming dealt with courtesy of a kind 
of pick/stylus hybrid. Your garden variety 
right-handed gamer will then grip the DS 
sideways in their left hand, and strum the 
virtual guitar portrayed on the lower screen 
to the familiar conveyer-belt-fed notes on 
the top screen. 
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I Below Five unlockable new venues have been 
confirmed, although hypnotised Guitar Hero fans may 
not notice this straight away. 
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We’re designi ng Guita r Hero: On 
Tour from the ground up to tal 
advantage of the DS platform” 

KARTHIK BALA M.MrlMIL-fflffyir **'^ 


So it's fair to say that the responsiveness 
of the Guitar Grip will either make or break 
Guitar Hero: On Tour, games™ can't wait to 
find out exactly how intuitive this handheld 
incarnation of the franchise will be. The 
selection of tunes that accompany On Tour 
will be of equal importance to the success 
of the game. Nirvana, OK Go, and No Doubt 
have already been confirmed to feature 
master tracks. However, it'll be interesting 
to see whether Guitar Hero: On Tour steers 
away from the cramp-inducing marathon 
epics - Freebird, we’re looking at you - 
offered in the previous titles in favour of 
more handheld-friendly alternatives. 

It also seems that Vicarious Visions 
isn't going to stand idly by and leave the 
multi-functionality of DS untapped. When 
two DS-wielding shredders meet up for 
a wireless guitar duel, new battle items 
- including blowing into the mic to put out a 
botched pyrotechnics effect and signing your 
name on an obsessed fan’s shirt - will be 
available to wreck your opponent’s flawless 
streak. And in essence a flawless streak is 
what Guitar Hero has achieved, going from 
strength to strength with no real competition 
to speak of. But now that the departed 
Harmonix has thrown down the gauntlet 
with its evolutionary Rock Band, Guitar Hero 
now needs to innovate itself and offer more 
than just a new track list. If Vicarious Visions 
can pull it off, On Tour could be 
exactly what Guitar Hero needs. \^T> 
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If you’ve ever rolled a d20, YOU WANT TO CHECK. OUT 4TH EDITION. 


Level up. We all know it’s one of the best parts of the game You reap the 
rewards of all that hard work-all those thrilling encounters; all those 
moments when your back was against the wall. Whether you’re a 1 st-level 
fighter seeing 2nd for the first time, or a 1 9th-level wizard looking toward 
epic levels, you get better, faster, more powerful. 

Now it’s the game’s turn: After eight years of incredible 3rd-edition play, 
D&D is leveling up. Better. Faster. More powerful. 

Level up. June 6th, 2008. 

At game, hobby, and book shops everywhere. 



MyHGEOh 


(visions 


4th Edition 


www.dndinsider.com 

www.findyouigamestore.co.uk 


All trademarks are property of Wizards of the Coast, Inc 
© 2008 Wizards. 
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■ Below Bisecting your bubble can allow safe passage through narrow gaps, but it will also make your souls harder to protect. There are a 
I variety of enemies, most of which can be dispatched by tapping them while keeping your bubble afloat. 
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INFORMATION 

Details 


Soul Bubbles 


Format: 
DS 
Origin: 
France 
Publisher: 
Eidos Interactive 
Developer: 
Mekensleep 
Release: 
Q2 2008 
Genre: 
Adventure 
Players: 
1 

Publisher Profilp 

Eidos parent company 
SCi has seen tumultuous 
times, and recent 
financial wrangling 
has overshadowed 
what should be a 
resurgent time for one 
of the industry's finest 
publishers. New editions 
of Hitman, Tomb Raider, 
and Deus Ex should 
redress the balance. 

Publisher History 

Hitman: Codename 47 

2000 [PC] 
TimeSplitters 
2000 [PS2] 
Tomb Raider 

1996 [Multi] 

High Point 

Despite the iconic 
success of Tomb 
Raider, it is the 
ambiguous morals and 
unprecedented choice 
of Deus Ex that best 
stand the test of time. 


mMPFPT * Guide your s ? ul bubble “ a bubble full of souls - to safety, using only the 
ivLI { power of the wind. And no, you don’t have to blow into the DS. 


No cooking, no horses, no babyz, no do 


T here are now in excess of 65 million 
Nintendo DS handhelds throughout 
the world. The owners of these 
innovative devices coutd take over the UK 
and populate every house, hotel, floor, 
and park bench. This presents developers 
with a gilt-edged opportunity, but one 
that can be easily exploited. The platform 
virtually demands innovative design, with 
an audience big enough to financially 
sustain abstract ideas. On the flip side, 
DS offers a monumentally undemanding 
user base who mop up gimmicks like so 
much gravy. You can go out on a limb, or 
you can coast, but for every Ouendan or 
Phoenix Wright, the shelves seem heavy 
with Cooking Mama and Pippa Funnell 2: 
Take The Reins. 

It has become frustratingly difficult to 
predict the quality of third-party DS games, 
so we’ll take this opportunity to apologise to 
Mekensleep for piling Soul Bubbles in with 
Pippa and her pals. The concept - guide 
a bubble full of lost souls, using only the 
power of the wind - is precisely the sort of 
abstract nonsense that can lead to disaster 
in the wrong hands, and we had nightmare 


visions of yet another DS game that insists 
you shout and blow into a lump of pink 
plastic as your fellow bus passengers inch 
further and further away. We were wrong. 

Like the best of its contemporaries, Soul 
Bubbles takes a simple set of mechanics 
and finds the best way for the hardware to 
host them. The DS has far more than just a 
touch screen, but Mekensleep is evidently 
smart enough to avoid overloading its 
plate. You begin each level by drawing a 
bubble around your souls, then moving it 
by dragging the stylus across the screen 
around it to create gusts of wind. Touching 
the bubble while holding a direction on the 
D-pad allows you to grow or shrink it, while 
running the stylus across the centre of the 
bubble will slice it into two. With these four 
commands, you can play the game from 


start to finish. At first glance Soul Bubble is 
undeniably simple, but the level design and 
general polish is up there with Nintendo’s 
own products. 

The art style is highly seductive, perfectly 
complementing the New Age aesthetic 
- the worlds include Druidic Forest and 
Aboriginal Dreamtime - without tripping 
over into cloying sentimentality. There 
are several stock enemy types and spiky 
surfaces that pose a constant threat, but 
a section spent navigating a pitch-dark 
maze, using only the depressions in the 
bubble’s surface, hold great promise for 
innovative design in later levels. Bitter 
experience often stops us from making 
early recommendations when it comes to 
third-party DS games, but with Soul (T?. 
Bubbles we have no hesitation. 


Soul Bubbles is the new phenomenon to come to 
the DS. It is the most beautiful and engrossing game 
ever to blow across the landscape” 


>>' EIDOS INTERACTIVE 
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Monitor not included but optional 
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£845 

£665 

£659 

£609 

£595 


£575 

£559 


Intel- Core™ 2 Extreme Processor incl. Del & VAT 
(12MB Cache, 1333Mhz FSB) 

Extreme QX9650 3.00Ghz 


(8MB Cache, 1066Mhz FSB) 
Quad Q6700 2.66Ghz 
(6MB Cache, 1333Mhz FSB) 
Quad Q9300 2.50Ghz 
E85003.16Ghz 
E8400 3.00Ghz 
E8200 2.67Ghz 
(2MB Cache, 1066Mhz FSB) 
E4600 2.40Ghz 
E4500 2.20Ghz 


£1095 

£785 

£605 

£599 

£549 

£535 


MSP P35 Intel® Chipset Motherboard 
Genuine Windows Vista™ Home Basic 

OCZ® 2048MB PC-6400 DDR2-800 Memory 
250GB 7200RPM SATA-II 3.0Gb/s 8MB Cache Ultra Fast HD 
Geforce® 9600 GT 51 2MB Video 
18x Double Layer DVD+/-RW Drive 
High Definition 7.1 3-D Surround Sound 
Logitech® Keyboard and Optical Mouse 
Nzxt® Hush Silent Case 
Monitor not included but optional 
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Intel® Centrino® Duo processor technology 

- Intel® Core™ 2 Duo Processor 

- Mobile Intel® PM965 Express Chipset 

- Intel® PRO/Wireless 4965a/b/g/n Network Connection 

Genuine Windows Vista™ Home Premium 

MSI® 163A Notebook Verified by Intel® 

2048 MB DDR-II PC5300 667 Memory 
120GB SATA150 Hard Drive & 8x DVD+/-RW Drive 
15.4" WXGA+ TFT Display 1280x800 
1000/100/10 Network, 56K V.92 Fax Modem 
3x USB 2.0 Ports, lx IEEE-1394 Firewire Port, 

1 PCMCIA Type II Slot, 3 Hours Battery Life, 

Weight only 6.39 Lbs, Free Carrying Case, 

6 Custom Colors to Choose From, 1 Year Limited Warranty 

CyberPower PCs use genuine Microsoft® Windows® www.microsoft.com/piracy/howtotell M 1 I i I M i I JSi W I 

Celeron. Celeron Inside. Centrino. Centrino Inside. Centrino Logo. Core Inside. Intel. Intel Logo. Intel Core. Intel Inside. Intel Inside Logo. Intel Viiv. Intel vPro, Itanium. Itanium Inside. Pentium Pentium All L_J lU LJ L 1 I 
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rights reserved. All rights reserved. NVIDIA*. nForce <t, 1 GeForce*. SLI U 
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www.cyberpowersystem.co.uk * 0800 019 0863 
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(800Mhz FSB), incl. Del & VAT 
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T8300 3MB L2 Cache, 2.40Ghz £ 775 
• Images for display only. 
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I MULTIFORMAT 


■ Below Mirror's Edge is not about gunplay. While you’ll get plenty of opportunities to disarm enemies and use their pistols and further 
weapons, you re limited by ammo count It also affects the way you move, negating your true athleticism carrying weapons. Make no mistake, 
this is a beautiful-looking game. Sterile it may be, but there’s also an element of the sinister in there too. 




WITH STERILE BEAUTY, stunning animation, 
a consistently high frame rate, and some 
extremely fluid gameplay, a special mention 
should definitely go out to the music employed 
in Mirror’s Edge too. Despite the fact that while 
we were with DICE, and harassing Electronic 
Arts and the developers at every opportunity, 
we still couldn’t get to the bottom of who is 
actually behind these truly memorable tunes. 
Electronic Arts could be saving that reveal for 
an announcement closer to the game’s release. 
The soundtrack is of such a high quality that if 
it turns out to have all been recorded in-house 
it would certainly put Digital Illusions on the 
map as one of the all-time best videogame sound 
designers in the business. 


W Right: Runner Vision paints objects for you to interact 
with, highlighting where players need to go next without ever 
stopping to actually tell them. This way, the pace remains as 
high as possible and you’ll always know your limits. 


MIRROR’S EDGI 
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C onsider Mirror’s Edge part of the 
gameplay-evolving trifecta DICE has 
planned for 2008. Where Battlefield: 
Bad Company's destruction completely 
changes the way you play both single-player 
and multiplayer, and Battlefield Heroes free- 
to-play, advert-based shooter has kickstarted 
the future of PC digital distribution, Mirror's 
Edge rewrites the book on first-person. Games 
like Condemned 2, Riddick, and F.E.A.R. feature 
what’s known as ’first-person actor' - the idea 
of rarely leaving the player character’s POV, and 
using every opportunity to use their body for 
various actions. It’s a more realistic depiction 
of playing vicariously through someone else’s 
perspective, within context. Mirror’s Edge will 
change that for the better. 

It may sound cliched, but the screenshots 
don’t do Mirror's Edge justice. Witnessing the 
breathtaking movements, based entirely around 
building momentum for the game’s main 
character, Faith, doesn't sound anywhere near 


dynamic. While initial locations feature Runner 
Vision more prominently, DICE plans to dial it 
all back the more you play. In later areas, the 
red will be kept to a minimum and used mostly 
to highlight just the main object or location you 
need to interact with. 

Speaking of which, DICE is also keeping 
the controls simple. Left trigger is move, right 
trigger look. The D-pad features context- 
sensitive actions. Up is jumping, climbing, 
vaulting over objects, wall-running and so on. 
Down enables you to power-slide beneath low 
objects, parachute roll to break particularly 
high drops, and more. We didn’t get the chance 
to actually play Mirror's Edge, but reaction 
from those who did was praising. The one 
constant between players was that it took a 
moment or two to acclimatise but felt intuitive 
and comfortable immediately after. A couple of 
rumbles suggest the shoulder buttons will be 
used for context-sensitive actions instead, but 
an EA spokesman stated that, regardless of 


Mirror’s Edge 

POMPUDT * The closest thing to a Jason Bourne game, without being Bourne itself, Mirror's Edge is going to 
OUnlL/L.r I combine parkour and first-person action to create something potentially huge. 


Prepare to have a little Faith 


“We’ve kind of forgotten the 
‘person’ part of first-person, and 
we wanted to look at that again 

TOM FARRER QS{3 


# 



as impressive as it is. Witnessing 
her leaping from rooftop to 
rooftop, parachute rolling, sliding 
under pipes, and scaling the 
various chain-link fences and 
being chased by oppressive SWAT 
teams, is breathtaking. And in 
those moments when she got up 
close, disarming enemies and leaving them 
down on the ground with a broken arm brought 
to mind the Bourne series. In fact, Bourne is 
easily one of the biggest influences on Mirror’s 
Edge - as well as films like the excellent 
District 13 and the riveting Jump London/ 
Britain documentaries. 

/// What’s so impressive is its seamlessness 
and fluidity, the speed of the game, and the 
way Faith pulls off a number of death-defying 
actions while moving at great speed. It helps 
that the environment is easy to navigate. It 
looks intimidating, especially given how high 
up you are, racing over rooftops. Intuitively, 
red objects stand out in the beautifully clinical, 
sterile environments. It’s called ‘Runner Vision 
and its sole purpose is to inform a runner 
where to head next, in-game, quick-sharp, 
without having to pause to check on a mini- 
map. It negates the use of a giant arrow 
pointing you in the right direction too. Its very 


where they end up, you’ll get to manipulate the 
controls in the final game. 

With so little known about the game’s 
story and characters beyond Faith (the player 
character] and her kidnapped sister, its worth 
noting that this is not sci-fi hokum. The game 
cherry-picks many aspects of the world today - 
how it could change in the years to come - and 
extrapolates them. Combing these aspects, 
DICE and scriptwriter Rhianna Pratchett have 
created their own environment, their own 
cityscape. Adding parkour to the plate gives 
Mirror's Edge an air of the familiar and distinctly 
new. Guns won’t play a large part in the game, 
focusing instead on evading and up-close-and- 
personal melee. It’s Jason Bourne amped up 
to the heavens, that scene from Ultimatum in 
Morocco but times ten. Mirror's Edge is, in no 
small way, a leap forward. It’s going to attempt 
to re-address how you feel about first-person 
games. And based on what we’ve seen /T, 
thus far, it will succeed. 
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INFORMATION 


Details 

Format: 

Xbox 360, 
PlayStation 3, PC 

Origin: 
Sweden 
Publisher: 
Electronic Arts 
Developer: 
DICE 
Release: 
Q4 2007 
Genre: 
Action-Adventure 
Players: 

1 

Free Running 
Profile 

Despite the fact 
it feels like all of 
today’s games feature 
free-running, only 
a handful of them 
actually do. Perhaps 
it's the immense 
popularity of 
Assassin's Creed, as 
well as the hype for 
Prototype, that makes 
it feel ubiquitous. 
Certainly, free- 
running has featured 
in far more movies 
than videogames. 

Free Running 
History 

Prototype 

2008 [Multi] 

Assassin’s Creed 

2007 [Multi] 
Free Running 
2007 [Multi] 
Crackdown 
2006 [Multi] 

High Point 

Despite our thoughts 
on its disappointing 
gameplay, Assassin's 
Creed is nonetheless 
a beautiful game 
- and one that 
demonstrates the 
most realistic parkour 
movement we’ve 
seen yet in a game. 
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THE TWO MAIN questions surrounding Street 
Fighter IV are ‘When does it come to consoles?’ 
and ‘Which ones?’ Capcom has been secretive 
on both counts, telling us not to expect a home 
conversion until at least 2009 - we have to 
make do with the coin-op. In the meantime, it’s 
distressing that Capcom Europe isn’t promoting 
the machine in the UK. The current plan is to 
release in Japan, and though UK operators can 
import the Taito Type X2 board, we’re unlikely to 
witness the same phenomenal uptake of Street 
Fighter II. Which is a shame because we’ll have 
to wait longer to play, and also because we 
believe Street Fighter IV could revitalise the UK 
arcade industry given half a chance. 


L 


■ Above: Viper and Chun Li are the only two confirmed female 
characters so far. However, we wouldn’t be too surprised if we 
see Cammy and Sakura added at some point too. 




M Above: After a brief hands-on with Abel, we’ve been left wanting 
more of this intriguing character. For a large fighter, he’s surprisingly 
I agile and has some visually astonishing moves. 
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INFORMATION 


Details 

Format: 

Arcade 

Origin: 

Japan 

Publisher: 

Capcom 

Developer: 

In-House 

Release: 

July 

Genre: 

Beat-'Em-Up 

Players: 

1-2 

Developer Profile 

Few of the original 
Street Fighter II team 
are still working for 
Capcom, which has led 
to an unusual move 
on the part of the 
publisher. Instead of 
handing development 
of the sequel to less 
experienced newcomers, 
it has been freelanced 
out to the original staff, 
regardless of where they 
now work. Clever stuff. 

Developer History 

Street Fighter Alpha 3 
1998 [Arc] 
Street Fighter III: 
New Generation 

1997 [Arc] 

Street Fighter Alpha 2 

1996 [Arc] 

Street Fighter Alpha: 
Warriors’ Dreams 
1995 [Arc] 
Street Fighter II: 
The World Warrior 
1991 [Arc] 

High Point 

Street Fighter III: Third 
Strike was released 
in 1998 and remains 
the best in the series 
thanks to the skilful 
parry system, some 
stunning animation, and 
Hugo's leotard. 


Street Fighter IV 

PHK SPCDT ■ A traditional 2D fighter but with modern 3D graphics and detailed animation. 
UUI N l aL r I The cast of Street Fighter II return, but will we see any other familiar faces? 


After ten long years, here comes a new challenger 


pfSCTl STREET FIGHTER IV 


ARCADE 



I t’s a cold and rainy March morning in 
central London. The weather may be 
miserable, but for games™, within the 
walls of Capcom’s UK headquarters, the 
atmosphere couldn't be cheerier. It's ten years 
since we had the privilege of trying out an 
entirely new Street Fighter for the first time, 
and to be honest we’d almost forgotten how 
good it felt. Packed into a tiny office room with 
about 20 other UK journalists, faced with a 
single-player build of the Street Fighter I l/coin- 
op, the sense of occasion is tangible. Though 
we’re forced to take turns, the atmosphere 
in the room is fiercely competitive as each 
combatant studies the form of the one before 
him, picking up the game's subtleties, hoping 
to exploit them on their next go. Many of the 
writers in attendance have been personally 
invited for their beat-'em-up prowess while 
others are just there for the fun of it. The mix 
of skill levels is potentially embarrassing for 
some, as evidenced by the use of the old 'I’m 
only used to playing with joypads' excuse, but 
it's a mix that helps us to see how diverse 
Street Fighter's appeal remains. 

Like the greatest of all its predecessors, 
Street Fighter IV is set to reach a much broader 
audience than any other contemporary beat- 
’em-up. Part of the reason for this is that 
Capcom is relying on the familiarity of its 
classic World Warrior line-up, of course, but 
it can also be attributed to the thoughtfully 
balanced gameplay mechanics. 

The hardcorecontingent hasvery much been 
considered, thanks mostly to the addition of the 
saving system. Replacing Street Fighter Ills 


much-lauded parry system, saving can be 
used to deal instant damage and immobilise 
the opponent for a short time. These moves 
can also be cancelled’ by dashing out of them 
and then cancelled again by repeating the 
move. Doing so will deal out extreme damage 
but takes incredibly precise timing to pull 
off - something that nobody was able to do 
during our time with the game. It is surely 
this element of Street Fighter IV that will 


keep tournament-level players practising for 
months on end, once the coin-op is released. 

/// Less serious players have also been catered 
to. Much of the game is as easy to pick up, as 
was Street Fighter 1 1 before it, ensuring that two 
modestly skilled players will be able to duke it 
out without ever feeling like they’re incapable 
of understanding the core mechanics. Then 
there are the ‘Ultra Combos’. Executed in 
the same way as a Super move, only with 
two attack buttons pressed instead of one, 
the Ultra Combo can be unleashed whenever 
you've taken enough hits to fill your revenge 
meter. These moves are so over the top that 
they’re obviously designed to give struggling 
players a fighting chance, as well as to grab 
the attention of arcade spectators. Almost 


like a Killer Instinct combo in nature, the 
Ultra moves go on for ages and look fantastic, 
especially when viewed through the eye of the 
dynamic 3D camera that crashes and zooms 
around the action. 

Street Fighter IV\s certainly intended to be 
something of a crowd pleaser, though it has 
some way to go before everyone is happy. The 
exaggerated animation, for example, really 
brings out the humour and character of the 


fighters but was criticised by some of the 
higher-level players in attendance for featuring 
too many frames, thereby undesirably slowing 
down the action a touch. The fear is that this 
will lead to predictable scraps, where the 
longer animation routines give away what 
each fighter is about to do, making spontaneity 
much harder. But then producer Yoshinori 
Ono has always claimed that Street Fighter IV 
will be more like a boxing match, with players 
required to read each other’s moves more so 
than ever before. 

But one thing is for certain. While Street 
Fighter IV may look comfortably familiar, 
there’s actually a lot to learn beneath the 
surface. And with the console release 
apparently a year away, we are going 
to have plenty of time to swot up. 


“When you play Street Fighter IV you’ll feel so good 
you’ll actually fall to your knees. That’s why it’s so 
important to find a cab you can sit down in to play 


CAPCOM 




■ Above. The dramatic camera angles only come into play during long-running animations and do 
not interfere with the gameplay in any way. Left The arcade game’s aspect ratio is extremely wide at 
the moment though there are currently no foreground details in place. We witnessed no breakable 
objects on the China stage either. 
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S.T.A.LK.E.R: Clear Sky 

mMPFPT ® This is S - TALK E R - version 1 .5. It's a chance for GSC Game World 
Ow? 1 0LI I to go back to the Zone and make some improvements. 


Taking you right into the danger zone. Again. 


I t's rare that a development team can 
break so many pre-release promises 
and still turn out one of the finest 
products of the calendar year. Yet GSC 

Game World accomplished exactly that 
when S.T.A.LK.E.R: Shadow Of Chernobyl. 
was finally unveiled in March 2007. For the 
best part of seven years we’d heard about 
the revolutionary Al. the completely open 
world, and the freeform nature of the plot and 
missions, but not all of this was delivered. 
Aware of the understandable amount of 
pressure being placed on them by publisher 
THQ, the Ukrainians knew that concessions 
had to be made, and that essentially meant 
certain features had to be thrown out. 

Enter Clear Sky - GSC Game World's 
opportunity to reinstate those original ideas 
into the S.T.A.LK.E.R. universe. It promises 
another trip to the Zone, with greater 
freedom, superior Al, and 
a better mission structure 
than before. What’s more, 
judging by what we've 
seen, there seems to be 
a good chance that all of 
these enhancements will 
arrive intact. After all, one 
of the problems with the original entry was 
that the developer had to create the entire 
post-meltdown world, as well as the A- 
Life system that ensured the locations were 
procedural^ populated. The X-Ray Engine 
had to be built from the ground up and 
the research that went into generating a 
chilling representation of Pripyat and the 
surrounding areas took years. This time it’s 
a case of improving rather than creating - a 
tough job, considering the quality of Shadow 
Of Chernobyl, but not one that will take 
anywhere near as long. 

So far the list of additions will be enough 
to please any S.T.A.LK.E.R. fan. For a start, 
the faction-based mission system that was 
touched upon in the first game has been 
completely overhauled. Players will now have 
the choice of at least seven different groups 
to join, each of which boasts its own base, 
allegiances, and objectives. This will ensure 
that NPCs have specific goals to accomplish, 
such as hunting down artefacts and raiding 


rival gangs, rather than just moving around 
and shooting at natural enemies. It also 
means that players will no longer need to 
traipse back to the one lonely hub whenever 
they need to gain new missions or sell surplus 
goods, as each faction will have their very own 
leader, mechanic, and trader. This, combined 
with the fact that players will also be able to 
pay guides in return for short cuts between 
key locations, should ease progression 
throughout the Zone - something that will 
prove imperative as we've also been told that 
the areas will have many more routes and 
connecting points to explore. 

The Zone won't just be easier to move 
around though; it will also be kinder on the 
eyes. This will be particularly apparent in 
areas that previously featured in Shadow Of 
Chernobyl (which should make up around 
50 per cent of the total game), although the 


entire engine has been tweaked and refined. 
Adjustments have been made to ensure that 
S.T.A.L.KE.R: Clear Sky takes advantage of 
the full range of DirectX 10 effects as well as 
dynamic lighting, so expect shadows to alter 
with the passage of time, and the ability to 
shoot out numerous light sources. GSC Game 
World has also confirmed that character 
and weapon models have all been revamped 
and that certain parts of the scenery will be 
destructible, which can only make the Zone 
look even more convincing. 

So will the Ukrainian studio deliver 
everything that's been promised this time? 
We're inclined to believe that it will. Free from 
any external influence - GSC Game World is 
neither working alongside THQ nor any other 
major publisher - there is no reason why 
this won't be the case. The team can now 
concentrate on giving S.T.A.LK.E.R. the high- 
quality finish that it so desperately deserved, 
and if they succeed perhaps we’ll even be 
treated to a console version in the not- <7\ 
too-distant future. 


“STALKER: Clear Sky 
introduces an alternative look at 
the events of the original game” 


GSC GAME WORLD 


INFORMATION 


Details 


Format: 

PC 
Origin: 
Ukraine 
Publisher: 
GSC World Publishing/ 
Koch Media 
Developer: 
GSC Game World 
Release: 
Q1 2008 
Genre: 

First-Person Shooter 
Players: 
1 ITBA Online) 

Developer Profile 

Formed in 1995, GSC 
Game World is best 
known for the release 
of S.T.A.LK.E.R: 
Shadow Of Chernobyl 
in 2007. Before this, 
the Ukrainian game 
developer had mainly 
focused on the 
Cossacks franchise 
- an RTS series that 
allows players to 
control around eight 
thousand units at 
a time. 

Developer History 

S.T.A.L.K.E.R: 
Shadow Of Chernobyl 
2007 [PC] 
Cossacks II: 
Napoleonic Wars 
2005 [PC] 
Codename: Outbreak 
2001 [PC] 

High Point 

As one of the finest 
FPSs since Half- 
Life 2, S.T.A.L.K.E.R. 

must surely rank 
as GSC’s high point. 

It was also the 
studio's ninth game 
to feature a colon in 
the title. 



■ Above The Al has been significantly improved, with 
foes now working together in teams and utilising 
separate night and day routines. Recently it was 
demonstrated that not even the developer could 
survive an attack from four well-armed enemies. 

L _J 
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PREVIEW 


S.T.A.L.K.E.R: CLEAR S 


HH 


ONE OF THE most appealing aspects of 
Clear Sky is the guarantee that players 
will find out more about the infamous 
Strelok, as well as the events leading up 
to the creation of the Zone. The reason 
that not all of the old areas will be present 
and that some new ones will take their 
place is apparently due to blowouts from 
the troublesome nuclear reactor. These 
emissions are moving the hazardous activity 
around Chernobyl, effectively unlocking 
some routes, while closing down others. 
This story device neatly explains any 
differences - geographical, plot-based, 
or otherwise - that exist between Clear 
Sky and Shadow Of Chernobyl and should 
ensure gameplay remains fresh but familiar. 


■ Above Other improvements include the fact that weapons will be both repairable and massively upgradeable. Not only 
that but if you regularly help a faction out, then every faction member will eventually benefit from superior equipment 
Below. It’s quite rare for a developer to maintain the rights to an original IP, but GSC Game World has achieved just that 




“I n additi on to the in-depth 
single -player, M an Of War 
u nleashes all- new multiplayer 


map s [.,.] wi th stunning 
hies and refined Al 


COMPANY 


PRESS RELEASE 



■ Straying slightly from a more realistic 
look, Men Of War's engine depicts a variety of 
battlefields to a solid standard. 

L 


1 
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Men Of War 

mMPFPT * Another Second World War real-time strategy title, with the added twist that 
UUINULr I you get to directly control any unit you see on the screen. 


Can fledgling developer Best Way 
conclude its trilogy on a high? |S 


S oldiers: Heroes Of World War II 
takes the Battlezone route of the 
RTS sub genres by allowing the 
player direct control over their massing 
army of World War ll-flavoured minions. 
This means that rather than simply clicking 
on the enemy's base and hoping for the 
best, you can take direct control of some of 
your more potent heavy artillery and provide 
pin-point covering fire from a nearby hill. 
This adds a level of depth and closeness 
to your garrisons that Best Way hopes 
to expand upon in this second sequel to 


Heroes Of World War II, Men Of War, which 
has just been served up to the public for 
multiplayer beta testing. 

Events again unfold in the most exploited 
conflict in the history of our planet, World 
War II, and focus upon the actions of the 
Allied, Soviet, and German forces. This 
time, however, the troops are more than 
just nameless soldiers - you may even learn 
such details as which countryside town 
they were drafted in from. The main Soviet 
campaign follows two Russian students, 
Smirnov and Kuznetzov, as they drop out of 



INFORMATION 


Details 

Format: 

PC 
Origin: 
Russia 
Publisher: 
1C Company 
Developer: 
Best Way 
Release: 
Summer 2008 
Genre: 
Real-Time Strategy 
Players: 

1 (2-16 Online] 

Publisher Profile 

Based in Moscow, 1C 
Company is among the 
largest independent 
developers in Russia, 
with many popular 
Western games 
licensed and published 
by the studio. Best 
known for the IL-2 
Sturmovik series of 
flight sims, several of 
IC's titles are set to be 
republished by Atari 
for Virtual Console. 

Publisher History 

Faces Of War 
2006 [PC] 
Soldiers: Heroes Of 
World War II 
2004 [PC] 
Blitzkrieg 
2003 [PC] 
IL-2 Sturmovik 
2001 [PC] 

High Point 

Although Faces Of 
War built upon what 
Soldiers: Heroes Of 
World War II started, 
it was the unexpected 
originality that 
Soldiers brought to the 
RTS table that elevates 
it as IC's finest. 


college, join the army, and rise through the 
ranks, embracing the full horrors of war. 

As with the previous two games in the 
series, a key strategic focus is placed 
upon the fully destructible environments. 
If your infantry is being cut down by one of 
those irritating pillboxes, get your Panzer 
to unload a shell into the ravaged terrain, 
creating a crater for them to take cover. 
Also being brought into the multiplayer fray 
for the first time are troops from Japan. 
With more than 50 new units touted for 
this sequel, it's fairly safe to assume that 
kamikaze pilots will be on standby. But 
there’s no need to bring things to an abrupt 
halt should the campaign mode prove too 
tough, as the new co-operative campaign 
mode allows you and your friends to tackle 
the workload together. 

Because Men Of War is being touted as 
a full-blown sequel, Best Way must make 
sure that it doesn't just end up being a 
covert expansion pack as is often the case. 
As impressive as the updated graphics, 
tweaked Al and all-new Capture The Flag 
and High-Value Cargo modes are, what 
Men Of War really needs is a reason to 
relive the WWII scenario for the millionth 
time. If Best Way can find that magic and 
keep the gameplay balanced, then it may be 
worth spearheading the charge onto /TV 
Omaha beach one last time. 
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Brace yourself. 

You are about to experience 




‘the greatest show on earth’. 


rq 

< vColot 

Sui Mam. 
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Take your entertainment viewing to the ultimate level with an Epson Home Cinema Projector. 

Epson’s latest technologies set new standards with 10-bit video and 50,000:1 contrast ratio creating 
images in vivid colours and smooth shades for a true HD TV experience. At the touch of a button 
project images from your set-top box, DVD player (HD or Blu-ray®) or games console, in both 
standard or high definition up to 120" and beyond for the biggest screen action. At a price within 
your reach and an experience beyond belief, there can only be one. 

To see Epson’s complete Home Cinema range www.epson.co.uk/braceyourself 


Full HD 

1080 p 

EPSON 

EXCEED YOUR VISION 




PREVIEW I 


STARCRAFT II 


■ Players will revisit a number of worlds from the original game, including Char, 
Braxis, and Mar Sara. They will also venture to new locations such as Bel'Shir, 
which appears to be made up entirely of jungle. 


~1 
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A NEW CHAPTER 


AS YOU’D expect, StarCraft II will continue the story laid out in the 
original and its add-ons. Set four years after the events of StarCraft: 
Brood Wars and featuring much of the same cast, players can expect 
to revisit key locations from the original. Naturally, one of the main 
announcements to come from Blizzard was that the Xel’Naga, an ancient 
group responsible for the evolution of the Protoss and Zerg races, 
would feature prominently in the new tale. This led many StarCrafters 
to believe that the Xel’Naga would feature as a fourth playable faction, 
but this has been denied by the development team. Even so, this doesn’t 
mean that they won’t be an important aspect of the finished game. 


StarCraft II 

rnMPFPT * StarCraft H ' s the sequel to one of the most popular real-time strategy games 
L/UI NL/L-t ! ever released. If all goes to plan this will be one of the biggest-selling titles of 2008 . 


Will Blizzard’s forthcoming sequel 
be worth the ten-year waif7 Njl 


P rofessional gaming might not be taken 
that seriously in the UK, but in South 
Korea it’s practically a national sport. 

The best players earn upward of $200,000 a 
year, boast well over half-a-million fan club 
members and feature on television almost 
daily. In fact, there are channels exclusively 
dedicated to multiplayer competitions, with 
Blizzard’s decade-old RTS StarCraft being 
one of the hotly contested games of choice. So 
while last year's announcement of the long- 
awaited sequel caused plenty of excitement 
on this side of the world, we imagine that 
4.5 million South Korean StarCraft owners 
are still partying even now. 

But then it’s perhaps this sort 
of pressure that has prevented 
Blizzard developing the sequel 
before now. Any changes will 
come under heavy scrutiny, and 
the studio will be aware that 
matching StarCraft' s success will 
be an incredibly tough ask. The original was 
one of the first real-time strategy games 
to offer three well-balanced asymmetrical 
factions, instead of just changing the colour 
scheme and unit names between opposing 
forces. This meant that players could choose 
which side best suited their style of play and, 
combined with the frantic nature of base 
building, it became a huge multiplayer draw. 


It changed the genre - and in the relatively 
slow-moving world of real-time strategy 
that’s quite an achievement. 

StarCraft II won’t be as revolutionary. After 
all, very little has been changed from the tried- 
and-tested formula, and those alterations 
that do exist seem to be entirely driven by 
technology. The average home computer and 
internet connection is considerably faster, 
for example, and so it is that the game’s 
visuals have been ramped up to reflect such 
improvements. There will be no new factions, 
there’s no sign of a Supreme Commander- 
style 'Strategic Zoom' and aside from the new 


non-linear Terran campaign that sees Jim 
Raynor selecting jobs in order to gain new 
upgrades and units, many of the modifications 
won’t even be that noticeable to the majority 
of gamers. And this is all good news. 

You see, just like any other ’sport’, you 
would never expect the rules of StarCraft 
to radically change. The original was 
championed not for its miraculous Al, nor for 


“ We’ll be able to do everything 
we wanted to do with the 
original StarCraft, and more 

MIKE MORHAIME|jBE22EMBBBi 
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INFORMATION 


Details 

Format: 

PC 

Origin: 

US 

Publisher: 

Blizzard Entertainment 
Developer: 
In-House 
Release: 
TBA 
Genre: 
Real-Time Strategy 
Players: 
TBA 

Developer Profile 

Blizzard was synonymous 
with addictive games 
long before World Of 
Warcraft in 2004. The 
Californian studio had 
released several Warcraft 
RTS titles, StarCraft, and 
Diablo by 1998 and had 
long been considered 
one of the industry's top 
developers - a reputation 
it still upholds. 

Developer History 

World Of Warcraft 

2004 [PC] 

Diablo II 
2000 [PC] 
StarCraft 
1998 [PC] 
Warcraft: 
Ores And Humans 
1994 [PC] 

High Point 

It's hard to pick a high 
point from Blizzard's 
back catalogue, such is 
the consistent quality of 
the studio’s games. We’ll 
side with WOW, but that's 
subject to change. 


its hardware-breaking technology, but rather, 
simply, because it always rewarded the most 
skilled player. 

Ill Victory was never a case of building the 
toughest units and charging into an enemy 
base - it demanded lightning-quick reactions 
and unwavering concentration. Every unit had 
a clear weakness and the best commanders 
knew how to combine their troops in order to 
make up for such failings. What’s more, the 
close-up camera angle guaranteed that only 
a small amount of the battle could be seen at 
once, ensuring that memory and multitasking 
were essential. The best StarCraft players 
need to consistently record a hundred or more 
mouse clicks a minute in order to win - and 
this won't be toned down in StarCraft //at all. 

So StarCraft II s success will rely on one 
thing: does it make for better competitive play 
than the original? With no gimmicks or genre- 
altering elements, StarCraft II is set to be as 
straightforward a sequel as you're ever likely 
to find. Tweaks are being made - and there 
will, of course, be many new units to master 
- but there’s not been one announcement to 
suggest a radical overhaul. It's as if Blizzard 
has come to the conclusion that StarCraft 
was pretty much perfect and that the sequel 
should only really hope to refine the intricate 
processes that have made it so popular. Some 
critics might call this lazy game development, 
but in some ways it’s the opposite. By 
refusing to add any predictable new features, 
Blizzard is hoping to satisfy the dedicated and 
obsessive following that already exists. And, if 
StarCraft II replaces StarCraft as one of South 
Korea's top multiplayer attractions, then it will 
be because it’s released an exceptional 
product and nothing less. 


■ StarCraft //will ship with its own set of editing tools. Aside from allowing users to create new content, it 
will apparently enable enthusiasts to reinstate those classic units that have been left out this time around. 
We wouldn’t expect the system requirements to be particularly demanding as that would limit the audience. 



r 
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■ Above The game will feature super units, although these will also have clear weaknesses that players 
must be aware of. ■ The original StarCraft game has sold somewhere in the region of 10 million copies 
since it was released in 1998. No wonder a sequel is being made. 


1 

J 


games™ 55 



SI NEW INTERNATIONAL TRACK & FIELD jg 



New International Track & Field 

rnMPFPT * The classic Track & Field you know and love, now with a host of 
OUi NULi { gaming mascots and an unbelievably robust online infrastructure. 


Sumo goes for gold with the most ambitious PS sports game yet 


S umo could have had it so easy. With 
the astonishing success of Track & 
Field's retro XBL4 incarnation, and the 
upcoming Olympic Games in Beijing, a new 
athletics title is bound to do well without too 
much effort. Sumo could have just created 
a barebones button-bashing sports title, 
slapped the Track & Field name on the front, 
leaned back, and watched the money roll in. 

This being Sumo, however, there is no 
such laziness evident in the design of New 
International Track & Field. In fact, this might 
just be the most ambitious DS release since 
the innovative handheld was first released 
over three years ago. 

Designed with both casual and hardcore 
gamers in mind, New International Track & 
Field is set to walk the fine line between depth 
and accessibility, which is incredibly difficult to 
get right. Yet from the 14 (out of 24) events that 
we've played so far, Sumo seems to have got 
the balancing act just so. Qualifying times and 
distances are easy to beat - this isn't designed 
to be a coin-swallowing arcade game after all 
- but if you want to beat the Al opponents or 
break all the world records then you're going 
to have to put some serious effort in. 

And that effort comes in even more varieties 
this time around. Where classic Track & Field 
required only a couple of buttons to be tapped 
in alternation, New International Track & Field 
can also be played entirely with the touch 
screen or with a combination of both. In 
practice we found the latter method worked 
best, with the stylus rubbed back and forth 
to make our athletes run and a button used 
to make them jump or throw. It must be 


stressed, however, that although we personally 
found this option the most comfortable, Sumo 
reports a fairly even split between those who 
use each method within the development 
team and that close attention is being paid 
to make sure that no one approach offers a 
significant advantage over another. 

/// Although it’s mostly a trivial addition, we're 
also rather fond of the new presentation. 
Gone are the 8-bit sprites, as are the more 
realistic models of the PSone sequel. In 
their place are a set of super-deformed 3D 
models, with 2D pixel-art backgrounds. It's 
a great style that simultaneously pushes the 
DS to its limits while also evoking nostalgia 
for the 25-year-old original. Retro fans are 
in for a treat thanks to the inclusion of ten 
classic Konami characters 
in the line-up of athletes. 

Only six of these have been 
revealed so far- Sparkster, 

Evil Rose, Simon Belmont, 

Frogger, Pyramid Head, 
and Pentarou. The other 
four are a well-kept secret 
although we did notice a statue of Solid 
Snake in the Sumo offices so we’re pretty 
sure that he'll appear at some point in the 
game. Six of these characters even get 
their own events, which are themed around 
the videogames from which they originate. 
Simon Belmont, for example, has an event 
that’s very similar to the clay pigeon shooting 
except with vampire bats. 

The most exciting feature of New 
International Track & Field is actually its 


wealth of online options. Unlike practically 
any other DS game, the online integration 
looks set to be flawless and has more in 
common with Xbox Live than the usual 
Nintendo Wi-Fi Connection. 

Even when playing a single-player event, 
the DS can be connected to the WFC in 
the background and will keep the player 
constantly updated with alerts that run 
along the bottom of the screen. If an online 
world record is broken you will be informed 
straight away, and best of all, if one of 
your friends logs on while you are playing 
then you'll be told and given the opportunity 
to invite them to a game there and then. 
This might seem like a fairly unspectacular 
feature, but anyone who’s previously 
struggled to organise a friend-to-friend 


game on the DS before will know exactly 
how much of a godsend this will actually be 
once it’s finished. 

The offline content alone is enough to get 
us excited about this retro revival, but with 
this groundbreaking online infrastructure 
and the exciting community events that 
Konami has planned for the companion 
website, New International Track & Field 
is shaping up to be one of our most /V* 
anticipated DS games of the year. ^ ' 


“With competition at the heart of 
Track & Field, we felt it was vital 
that players could compete online” 


JAMES NORTH-HEARN 


SUMO DIGITAL 



INFORMATION 


Details 

Format: 

Nintendo DS 

Origin: 

UK 

Publisher: 
Konami 
Developer: 
Sumo Digital 
Release: 
May/June 
Genre: 
Sport 
Players: 
1-4 

Developer Profile 

Sumo’s a credit to our 
little island's reputation 
in games. Since the 
company has been 
running it's collaborated 
with some of the 
world's best publishers, 
working on many 
prestigious licences. 

Developer History 

Sega Superstars Tennis 

2008 [Multi] 

Driver 76 
2007 [PSP] 
Broken Sword: 
The Sleeping Dragon 
2007 [PC] 
Super Rub A Dub 
2007 [PS3] 

High Point 

OutRun 2006: 
Coast 2 Coast took 
AM2's modern classic 
and created something 
even better. Getting the 
game to run on both 
PSP and PS2 was a 
technical miracle. 
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NEW INTERNATIONAL TRACK & FIELD 




PREVIEW | 



r 

K Belov. The fresh way that New International Track & Field is making use of the DS controls to present a classic retro 
I title, makes it one of the most exciting DS games in development this year. We are very keen to see how this pans out. 


1 
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■ Above: Of all the events we’ve played, the high jump and triple jump are 
the hardest. Sumo admits some events still need to be tweaked for difficulty 
and responsiveness so we expect these to be smoothed out in time. 


1 
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DOT COMPETITION 


ONLINE GAMERS looking to get the most out of Track & Field will probably want to register with the game’s official 
website. More than just a promotional tool, www.newtrackandfield.com is intended to be a hub for the DS game’s global 
community. Player data, such as high scores and records, will be stored there for all to see, and members will also be 
able to organise custom tournaments that link into every player’s DS to tell them when they’re scheduled to play their 
next event In addition, the website will include exclusive downloadable content such as new costumes and trophies to 
be awarded to those players who excel within the community. 



r ~i 

■ Below. As well as the six original events from the 1983 
game, there are several from Hyper Sports plus a handful of 


L 


new ones - none of which feel out of place. 


r n 

■ Above Do well in an event and you’ll be rewarded. 
Javelins burst into flames while long jumpers glide 
through the air in slo-mo. It’s a crowd-pleasing touch. 
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£ FIELD: BAD COMPANY 


PREVIEW 


I MULTIFORMAT 




way into Bad Company. But having played Gold 
Rush for more the five hours at DICE, on just 
one map, it’s clear that the developer has struck 
gold with its fro/ifi/nes-esque multiplayer. The 
idea is simple: you either attack or defend to 
secure several gold boxes throughout the maps, 
the attacker’s front line extending each time a 
box is destroyed. You rig each box with a timed 
detonator that the defence can disarm. This, 
adding in the destruction element, makes Gold 
Rush another winner for DICE. 


■ Above Explosions are not an uncommon sight in multiplayer. In fact, the whole 
game seems unnaturally bent toward launching grenades, rockets, and whatever 
else goes boom at buildings am/ your enemies. But it’s tactical not mindless, action. 


J 


■ Above; Multiplayer is linked to single-player rather than being an almost"^ 


L' 


separate entity a la Call Of Duty 4. While the story has you and your squad 
searching for gold, multiplayer enables you to attack or defend. 
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■ BATTLEFIELD: BAD 


'»NI!I;M'I MULTIFORMAT 



INFORMATION 


Details 

Format: 

Xbox 360, 
PlayStation 3 

Origin: 
Sweden 
Publisher: 
Electronic Arts 
Developer: 
DICE 
Release: 
Q2 2008 
Genre: 

First-Person Shooter 

Players: 

1-24 


Destruction Profile 

Destruction in games 
is a subjective term. At 
games™ we define it as 
structures that can be 
demolished. Blowing 
away walls, reducing 
cover to rubble. The 
original Red Faction 
titles enable you to blow 
through walls; Crysis 
allows you to level 
small buildings; while 
Stranglehold sees you 
chipping av/ay at cover. 

Destruction History 

Crysis 

2007 [PC] 
Stranglehold 
2007 [Multi] 
Red Faction 2 
2002 [Multi] 
Red Faction 
2001 [Multi] 

High Point 

While it’s somewhat 
laughable, by the 
standards set in Red 
Faction: Guerrilla and 
Bad Company, the 
original Red Faction 
glimpsed a future 
where the player would 
not be constricted by 
their surroundings. 


Battlefield: Bad Company 

PflMPFPT * ^ av ' n 9 honed Battlefields seminal online component through several iterations, 

UUi NiULLr I DICE, has set its sights on a story-led single-player mode in Bad Company. 


“May the greediest team win” 


W e're playing an infantry map, which 
focuses on close-quarters combat 
rather than the kind of epic vehicle- 
based action Battlefield is known for. A lone 
sniper is hiding in the attic of a nearby building, 
leaning out the small window and popping off 
headshots. As team-mates bounce grenades 
off the walls and precision aim through the tiny 
window, in the hope of hitting him, someone 
fires their grenade launcher. Immediately, 
the side of the building is ripped away, 
exposing the sniper and ruining his vantage 
point. We dispatch him hastily, then use the 
inadvertent holes the previous ricocheting 
grenades exposed to continue through the 
map. Battlefield: Bad Company enables you 
to destroy things, and it just might be the most 
important leap in online games for years. 

"The reason we call it tactical destruction 
is that we realised this really does make a 
fundamental difference to the way you play the 
game," asserts Jamie Keen, the multiplayer 
producer on Bad Company. “It does change 
the way you play; you really can create new 
routes." Not that the assortment of journalists 
packed into DICE HQ for the chance to play 
both single-player and multiplayer realised 
that immediately. In fact, the first hour or so 
was a decidedly experimental stage - people 
mostly testing the limits of the destruction, 
discovering what can and cannot be destroyed. 
Fast-forward several hours, once everyone 
was used to the map, weapons, and intrinsic 
limits, and Battlefield: Bad Company had 
mutated into potentially the most exciting 


multiplayer game this year. And it’s all down 
to the destruction. 

“Destruction is really, really important 
for the game as a whole and it’s definitely 
something we wanted to leverage into the 
multiplayer and really make that part of 
the base experience," states Keen. Talking 
specifically of our encounter with the sniper, 
Keen muses: "That’s a great example because 
it really changes the way you play the game. 
The thing that I remember most keenly is the 
first time you jump in the tank and somebody 
out there would take a pot shot at you and 
then duck behind a wall again. You’re just like 


empowerment." Like single-player, there 
is a definite air of humour surrounding the 
multiplayer mode, called Gold Rush. “It’s a war 
game and war’s very serious, but Battlefield is 
almost the tighter side of combat, as it were. 
And I think, for Bad Company as a whole, we 
wanted a slightly irreverent feel to it. With the 
comedy element we think that’s going to grow 
more and more out of what the community 
does with the multiplayer." 

With Battlefield Heroes on PC, that same 
audience may feel cheated by Bad Company's 
console-only direction. Is this something DICE 
has considered? "There’s a big argument 


“ I don’t think any of the multiplayer fans are going to 
be disappointed. Yes, we have this new single-player 
element, but our meat and drink is multiplayer” 

JAMIE KEEN ilHl 


‘Bang!’ and then you see the same guy with a 
rocket launcher, caught with his pants round 
his ankles, going ‘Er... what?’ 

/// He continues: "In Battlefield games 
beforehand, you’d be driving around in these 
really big, big things and you’d hit these tiny 
little Stop signs or something like that and 
'Ding!' stop. Whereas now, with the destruction 
and the ability it brings, you’re going to be 
driving through walls, driving into buildings 
as well as through them. You’re going to 
plough stuff down, giving you a sense of 


about PC and consoles. Which is the top dog?” 
asks Keen. ” Battlefield has a very strong 
PC heritage, which we’re trying to leverage 
without actually dumbing down or bringing an 
experience that is inappropriate to the console. 
We want to try and simplify it, but at the same 
time give that depth of gameplay. So we’ve 
tried to bring that PC breadth to the console 
(which has been a real challenge) and make it 
a genuine console experience.” We've played 
Battlefield: Bad Company in both single-player 
and online, and we can assure you this 
much is true. ' 



' 1 Above: The Frostbite engine technology means Battlefield: Bad Company is one great-looking 


L' 


game, with or without the destruction. 
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■ Above Demigod has been compared to the Warcraft III custom scenario Defence Of The Ancients and has been credited as one of the 
game’s influences. So if the idea of Demigod appeals to you, it might be wise to pick up a copy of Warcraft III. Right Although Demigod is only 
confirmed as a PC release, there’s already been talk of an Xbox 360 release that might appear at a later date. 






■ Right. The big chap who is the focus of many of these 
screenshots is a Rook. He is one of the various Assassin-style 
demigods that have been announced. His shoulders and back 
can be upgraded with a variety of structures. 


L 


UTILISING THE Supreme Commander engine, Demigod 
will take advantage of the various features available 
in Gas Powered Games’ popular real-time strategy 
release. This means that players will be able to 
make use of the ‘Strategic Zoom’, a device that 
allows competitors to overview the entire battlefield 
and swiftly pull in and out of areas of interest. 

This will be especially important in a videogame 
that involves such a large number of huge units 
and such rapid gameplay. In Supreme Commander 
the action would have been particularly difficult 
to manage had it not been for the clever inclusion 
of the aforementioned Strategic Zoom and as we 
expect Demigod to provide a similarly significant 
challenge, it’s good to hear that players will be 
equipped with decent tools. 
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■arWJWI DEMIGOD [B 



A t first glance, Demigod is the sort of 
game that doesn't look like it will hold 
too many surprises. Make no mistake, 
the screenshots are filled with top-notch 
eye candy, but when most gamers hear that 
Gas Powered Games is making a new title 
with the Supreme Commander engine they 
expect it to be another RTS. Fans are already 
drawing comparison between this and Total 
Annihilation: Kingdoms, another fantasy- 
based follow-up to a popular Chris Taylor- 
made release. And as much as such a simple 
twist still appeals to the Supreme Commander 
followers at games™, this simply isn't the 
case. Demigod is shaping up to be something 
quite different. 

A key reason for this is that Demigod isn’t 
even a straight real-time strategy game, instead 
mixing in heavy action-RPG elements to the 
tactical mix. It could even be said that it sounds 
like a cross between Supreme Commander 
and Dungeon Siege, but the problem with 
such an evaluation is that it's hard to fully 
understand how such an amalgamation would 
work. Thankfully, a lot more information has 
been unveiled in recent weeks and Demigod is 
starting to make a great deal more sense. 

The principle aim in the game is to destroy 
your opponents’ base, while protecting your 
own fortified headquarters from your rivals’ 
advances. This might sound like your standard 
RTS fare, but these bases, along with the 
structures within 
them, are located 
in pre-determined 
positions and upgrade 
automatically in 
accordance with your 
demigod’s prowess in 
battle. In other words, the better these near- 
immortal units perform, the better equipped 
players will become. 

Hi Between these two (or more, depending 
on the scenario) rival bases, opposing troops 
will continuously respawn out of portals into 
the centre of the map, forming rival forces 
that will fight for their respective demigod’s 
glory. Players, however, cannot control these 
soldiers and when left to their own accord 
these non-player-character armies will simply 
enter a deadlock. To avoid this, the troops must 


be aided in battle, and this can be achieved 
through the use of two distinct styles. First of 
all, there are Generals: a type of demigod that 
allows for a more passive real-time strategy 
approach to combat. This breed can construct 
more units and better bases, but isn’t so keen 
to wade into combat and hack everything to 
pieces. No, the latter is best achieved with 
an Assassin demigod, which offers an action- 
RPG way of doing things. This variety cannot 
construct new troops, but it can call upon 
devastating triggered attacks to annihilate 
their adversaries. As you can imagine, both 
styles should offer a unique experience. 

Whichever method you adopt - and this 
can be changed at the start of every level, 
so you needn't worry about being stuck with 
something you don’t like - the goal will still 
be the same. The more kills made, the more 
experience points and gold accrued, resulting 
in better units respawning from the portals, 
better defended bases, superweapons that 
can attack the enemy from the other side 
of the map and even improvements to the 
demigods themselves. It’s a system that 
ensures players will focus on the battlefield 
rather than building bases, while also making 
numerous nods toward the freedom offered by 
RPG-style skill trees. 

So it’s fair to say that Demigod is already 
a very exciting prospect indeed - and that’s 
without even mentioning just how spectacular 


the game looks. Needless to say, the sight of 
those colossal demigods swinging hammers 
at each other is one that fills games™ with 
unchartable levels of joy and we can hardly 
wait to get our hands on the finished effort. 
Thankfully, the team at Gas Powered Games 
are confident that Demigod will be released 
before the year is out, and given the studio's 
steady production rate, there’s no reason to 
doubt such a claim. Whether Demigod will 
successfully pull all of its influences together 
remains to be seen, but this could be one /T, 
of the year’s top PC releases. 


“It’s a team-based action game that casts 
you as a hero, waging war to obtain a 
position within the pantheon of gods” 


GAS POWERED GAMES 


A coming together of all things Gas Powered 


Demigod 

rnWPFPT * and RPG hybrid, Demigod looks set to fuse elements of Supreme Commander with 

UUI 1 Dungeon Siege. Expect massive battles, frantic combat, and awe-inspiring scale. 



\ 

INFORMATION 


Details 

Format: 

PC 

Origin: 

US 

Publisher: 

TBA 

Developer: 

Gas Powered Games 
Release: 
TBA 2008 
Genre: 
Strategy 
Players: 

1 (2-10 Online) 

Developer Profile 

Founded in May 
1998 by Chris Taylor 
and a group of 
fellow ex-Cavedog 
Entertainment 
employees, Gas 
Powered Games has 
released a string of 
top-quality releases 
over the last five or six 
years. Following the 
success of Dungeon 
Siege, Dungeon 
Siege II, and Supreme 
Commander, the 
studio is currently 
working on Demigod 
and Space Siege. 

Developer History 

Supreme Commander: 
Forged Alliance 

[ 2007 ] 

Supreme Commander 
[ 2007 ] 
Dungeon Siege: 
Throne Of Agony 
[ 2006 ] 
Dungeon Siege II 
[ 2005 ] 
Dungeon Siege 
[ 2002 ] 

High Point 

Total Annihilation 
was one of games™s 
favourite real-time 
strategy releases, so 
its no surprise that 
Supreme Commander, 
its spiritual successor, 
has also proved 
popular. At first, the 
unforgiving campaigns 
and hefty system • 
requirements were off- 
putting, but with each 
passing month we love 
it more and more. 
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PREVIEW I 


MULTIFORMAT 


WENS: COLONIAL MARINES I 


/dopmenj; team have spent huge amounts of time painstakingly 
the^ets^and locales of the movie. This is superb fan service, no doubt, 
Lhefp create that chilling atmosphere that any Aliens game demands. 



QUICK-TIME EXTRATERRESTRIALS 


WHO’S SICK OF QTEs? Yes, us too, but that hasn’t 
stopped Gearbox interrupting its Aliens-baseti action 
with quick-time events. Presumably, you’ll be called 
into button-pushing action when a Facehugger 
leaps for your throat or a Xenomorph has its 
razor-sharp tail wrapped around your leg. We have 
our reservations. FPS games exist to immerse, so 
snapping you out of the game world with on-screen 
button pushes sounds counter-intuitive. QTEs are 
a convenient way for developers to ease off their 
duties in crafting brilliant action set pieces. But, as 
ever, we’ll reserve judgement until we get hands-on. 


■ With a strong writing 
team behind the script, 
hopefully the banter 
and camaraderie of the 
movie’s own Colonial 
Marines will be translated. 
Above: HR Giger’s alien 
design is as horrific as 
ever. The vile, ant-like 
culture in which they 
exist should send shivers 
down many a spine. 
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PREVIEW I ' h : I MULTIFORMAT 


Aliens: Colonial Marines 

PDNPFPT * Gearbox takes on the magnificent James Cameron movie, with squad-based 
vUI lULI i mechanics, tactical play, and a hell of a lot of good quotes. 


They’re coming outta the walls. They’re coming outta the goddamned walls 


I t's like a dream. When Sega first 
announced its acquisition of the 
lucrative Aliens licence, forums lit up 
with excitement. And then everything went 
quiet. No game was in the pipeline, Sega 
seemed focused on The Club, Viking, and 
Condemned 2, along with its more ‘family 
friendly’ output - all things Giger were put 
on the backbumer. Not any more. If anyone 
out there in videogame land didn't get a 
little jump in their hearts when the news 
that the esteemed Gearbox Software would 
be tackling a Colonial Marines game, then 
you have no heart in the first place, soldier. 

Using all of the skill and experience 
honed on the squad-based Brothers In 
Arms franchise, the developer is placing 
players firmly in the size 12s of an ass- 
kicking, name-taking Colonial Marine, just 
like Hicks or Vasquez. Asses and elbows 
and all that. With a licence as lucrative 
and rich as Aliens, Gearbox Software can 
call upon an incredible amount of object 
fetishism in its design. And it’s not the 
marines themselves. 

Fans of the movies and the surrounding 
fiction will be pleased to hear that the pulse 
rifle makes it over untouched, with its triple 
functionality in place. To those not in the 
know, that means rapid-fire assault rifle, 
flame thrower, and grenade launcher all 
under one roof. Just like Alien 3 on SNES. 
Perhaps more excitingly, however, players 
will be able to use the infamous motion 
tracker to scout out the location of the 
Xenomorph hordes. You just know how 


terrifying that ‘bleep bleeping' is going to 
be. The original Aliens Vs Predator on PC 
proved that. Subtle tension devices can 
be incredibly effective when you’re directly 
involved in the action. 

/// As with any Aliens game worth its salt, 
the focus here is on claustrophobia, tension, 
and utter dread. There won’t be thousands 
of aliens throwing themselves at you around 
every corner, but rather a constant sense 
of unease and worry, not helped by the 
incessant bleeping of 
the motion tracker. It 
all takes place on the 
USS Sulaco, the very 
same abandoned 
ship that Bill Paxton 
and co crept through 
in James Cameron’s 

roller coaster movie. The interiors have 
been recreated with precision, so expect to 
see that mixture of acid-stained industry, 
and organic architecture that made the 
movies’ set design so unique. 

More interesting though, is the squad 
dynamic itself. While a Brothers In Arms- 
style RTS cutaway is unlikely, the five- 
strong team will play host to some quick 
on-the-fly tactics. You’ll take control of one 
of the squad members, each of which has 
their own personality and strengths on the 
battlefield. Somewhat like Clive Barker's 
Jericho but hopefully far more involving 
and skilfully crafted. The squad-based 
mechanics are imperative to maintaining 


the atmosphere and coherence of the 
subject matter. After all, has there ever 
been a better time to have a scout when you 
don’t even understand the enemy you’re 
facing? Exactly. Colonial Marines is also 
promising a full four-player online co-op, 
mode a la Halo 3, which will surely prove its 
trump card. Taking three friends through 
the terrifying campaign could well be one 
of 2008’s gaming triumphs. 

And you won’t be playing through the 
original Aliens plot. The narrative in Aliens: 


Aliens: Colonial Marines leverages 
next-gen technology to create a new 
interactive Aliens experience” 


PRESS RELEASE agfil 


Colonial Marines is penned by Bradley 
Thompson and David Weddle, whose 
CVs can boast the excellent Battlestar 
Galactica, among many others. So expect 
a mature, gripping, and witty storyline to 
drive the extraterrestrial action. Gearbox is 
promising a reveal later in the year on a full 
and competitive multiplayer mode too, but 
understandably, details are somewhat thin 
on the ground. 

Of course, games™ is already hugely 
excited about Aliens: Colonial Marines. The 
licence and development team alone are 
enough to ensure that. Let’s just hope that 
the next batch of information can 
keep that dream alive. 


INFORMATION 


Details 

Format: 

PlayStation 3, 
Xbox 360, PC 

Origin: 

US 

Publisher: 
Sega 
Developer: 
Gearbox Software 
Release: 
Q4 
Genre: 

First-Person Shooter 

Players: 

TBA 

Developer Profile 

Gearbox has an 
impressive FPS record. 
After porting Half-Life to 
PS2, the studio gave us 
the evocative Brothers 
In Arms franchise, due 
an update very soon, 
and is hard at work on 
Borderlands, its Mad 
Max - style open worlder. 

D evelop er History 

Brothers In Arms: 
Road To Hill 30 

2005 [Multi] 

Half-Life 

2001 [PS2] 

Half-Life Blue Shift 

2001 [PC] 

High Point 

Brothers In Arms put 
Gearbox on the map and 
gave the world Randy 
Pitchford, the company’s 
fast-talking mouthpiece. 








MORE TITLES TO WATCH FOR ON THE GAMING HORIZON 


LOONEY TUNES: 
CARTOON CONCERTO 

Format: DS 

Publisher: Warner Bros 
Developer: Amaze Entertainment 


DISGAEA DS 


Format: DS 

Publisher: Koei 
Developer: Nippon-lchi 



BIOHAZARD 0 


Format: Wii 

Publisher: Capcom 
Developer: In-House 



A LACK of originality is usually 
frowned upon round here, but when 
the game in question is ‘inspired 
by’ the legendary Ouendan, we’re 
prepared to let it slide. Cartoon 
Concerto replaces J-Pop tunes 
with the original compositions and 
songs from Warner Bros’ classic 
shorts. Complete a level and you'll 
apparently be rewarded with clips 
from the original cartoons. 


THE MOST in-depth tactical RPG 
ever created makes its way to DS. 
Like the recent PSP version, this is 
merely a remake of the first game 
with extra missions and an added 
multiplayer mode. It’s great to see 
such an ambitious game on the 
DS, but will the relatively complex 
system be embraced by those more 
used to the simpler strategies of Fire 
Emblem and Final Fantasy Tactics ? 


AS POSSIBLY the least exposed 
of the core Resident Evil games, 
BioHazard 0 definitely deserves this 
second chance on Nintendo’s Wii. 
But with the fixed perspective of 
the original seemingly retained, it’s 
difficult to see how the Wii Remote’s 
controls will be integrated. Don’t 
expect this Japan-only game to be 
quite as revolutionary as Resident 
Evil 4 Wii Edition. 


KNIGHTS IN THE 
NIGHTMARE 

Format: DS 

Publisher: Sting 
Developer: In-House 




THIS STRATEGY RPG is part of 
Sting’s ‘Dept Heaven’ series, 
incorporating Riviera: The Promised 
Land and Yggdra Union. Although 
the screenshots suggest gameplay 
similar to Disgaea, in Knights In The 
Nightmare there is no direct control 
over the main character’s allies. 

The story is told using playable 
flashbacks, the outcome of which 
will have an effect on the present. 


BIG BANG MINI 


Format: Wii, DS 

Publisher: SouthPeak 
Developer: Arkedo Studio 



MIXING VISUALLY appealing 
fireworks with the humble 2D shoot- 
’em-up, Big Bang Mini certainly has 
innovation on its side. The idea is 
to launch fireworks with the stylus 
so that they take out enemies on 
the top screen when they explode. 
Fail to catch something in the blast, 
however, and the sparks will fall 
back to earth - just make sure you’re 
not harmed by your own shots. 


SPEED RACER 


Format: PS2, Wii, DS 

Publisher: Warner Bros 
Developer: Sidhe Interactive 



YES, IT’S a film licence and it's 
likely to be a bit rubbish, but just 
look at that screenshot. The Wii 
is crying out for a futuristic racing 
game and with Nintendo yet to 
announce an F-Zero sequel this 
may be the next best thing. As with 
Enter The Matrix, the Wachowski 
Brothers will lend a certain amount 
of input to the game. Which may be 
a good thing. Maybe. 


CASTLE CRASHERS 


Format: 360 

Publisher: Microsoft 
Developer: The Behemoth 



WHILE THE Behemoth’s previous 
game, Alien Hominid, was a cheeky 
flash interpretation of Metal Slug, the 
indie developer’s follow-up is inspired 
by another marginalised arcade 
genre: the side-scrolling beat-’em- 
up. Designed with four-player co-op 
in mind, Castle Crashers is the sort 
of game Live Arcade was made for 
- online fun, classic gameplay, and 
massive bosses. 


1942: JOINT STRIKE 


Format: 360 

Publisher: Capcom 
Developer: In-House 



THIS IS not, as the name suggests, 
a remake of the original 1942. Joint 
Strike is actually an entirely new 
game in the 194X series, exclusive 
to Xbox Live Arcade. Aside from the 
3D HD, the main addition to the 
series is a two-player online co-op 
mode, which allows each player to 
initiate a special attack together, 
hence the Joint Strike’ part of the 
game's title. 
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PIPEMANIA 


Format PC, PSP, Wii, DS, 360 
Publisher: Empire 
Developer: In-House 



THE CLASSIC puzzle game returns 
much the same as the last time we 
saw it. Which is no bad thing, actually. 
As the mini-game in BioShock 
proved, Pipemania, even in its rawest 
form, is still a very addictive game. 
This update offers new game modes, 
new play mechanics and new visual 
themes. The DS and Wii, in particular, 
should prove great host machines for 
the puzzles. 


BOMBERMAN Wii 


Format: Wii 

Publisher: Hudson 
Developer: In-House 



BOMBERMAN CONTINUES to 
spread himself over every hardware 
format known to man. This month 
it’s the Wii - and WiiWare in 
particular. The eight-player online 
battle mode is a given, as is the 
story mode and boss battles. More 
interesting, however, is the ability 
to use Miis as well as a new shield 
item, and the return of the little- 
used rocket weapon. 


ULTIMATE BAND 


Format: DS, Wii 

Publisher: Disney Interactive 

Developer: Fall Line Studio 



ANOTHER RHYTHM-ACTION game 
heads for Nintendo's physical 
consoles. Think of this as Rock Band 
but without the costly, space-hogging 
peripherals. Instead, the Wii Remote 
or DS Stylus are used to play each 
instrument along to the licensed 
tracks or your own composition. The 
DS version makes use of Disney’s 
DGamer to facilitate Mii-style avatars 
and an Xbox Live-like environment. 


BRAID 


Format: 360 

Publisher: Microsoft 
Developer: Jonathan Blow 



BASED ON the award-winning indie 
PC game, Braid is a 2D platform 
title in which the flow of time can 
be manipulated depending upon 
the direction in which you choose to 
move. This naturally lends Braid a 
puzzle-based gameplay and is likely 
to be all the better for it. Intriguingly, 
the designer, Jonathan Blow, 
intended the title as a commentary 
on modern game design. 


UNSOLVED CRIMES 


Format: DS 

Publisher: Empire 
Developer: Now Production 



THIS MURDER mystery set in 
Seventies New York offers a realistic 
alternative to the detective drama of 
Ace Attorney and Hotel Dusk. Where 
those titles rely on conversations to 
progress, Unsolved Crimes favours 
detective work - the touch screen 
and stylus enabling significant 
interaction with crime scenes. There 
are a number of cases to tackle, with 
one underlying main mystery. 


SPACE INVADERS GET EVEN 


Format: Wii 

Publisher: Taito 
Developer: In-House 



TAITO CORPORATION is already 
celebrating the thirtieth anniversary 
of its Seventies classic in style with 
Space Invaders Extreme and hopes 
to continue with this interesting 
new Wii release. Unlike every other 
version of Space Invaders, Get Even 
is a real-time strategy game that 
allows the player to control 300 
invaders at one time with the Wii 
Remote's pointer. 


PUZZLE QUEST: GALACTRIX 


Format: DS, PC, 360 

Publisher: D3 Publisher 

Developer: Infinite Interactive 



THOUGH GALACTRIX was 
announced several months ago as 
a Puyo Puyo- style puzzle game, it 
has since been redesigned with a 
slightly new name and a different 
playing style. Now named Puzzle 
Quest: Galactrix, the sequel remains 
a sci-fi role-playing game as 
originally planned, but the actual 
puzzles are now more like Xbox 
360’s excellent Hexic. 


SCHIZOID 


Format: 360 

Publisher: Torpex Games 
Developer: In-House 



THIS PUZZLE/SHOOTER hybrid 
is the first commercial 360 game 
developed using XNA Game Studio, 
and is as good as any professional 
effort. Intended as a two-player 
co-op game, the idea is to ram into 
and destroy enemies of your colour 
but not those of your partner. The 
publisher claims it represents a new 
genre - sounds like a cross between 
Every Extend a nd Ikaruga, to us. 
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MOST OF the paintings you’ll find in games™’s Illustrated pages 
are beautifully drawn landscapes or exciting action shots. The 
artwork of Capcom’s Ace Attorney series, however, is slightly 
different. In keeping with the underlying themes of the series, 
the focus is on the distinct personalities of the characters and 
the emotional drama of the courtroom situations. 

It’s quite an unorthodox way to promote a game, but then 
Phoenix Wright and Apollo Justice are no ordinary games. Their 
fans become attached to the cast of characters more so than 
with many other series and any decent artwork is likely to soon 
be converted into desktop wallpaper as soon as it hits the 
net. Little surprise then that Japanese bookstores have been 
swamped with Gyakuten Saiban fan books, stuffed from cover to 
cover with passionate paintings, in the last five years. 







-5TAR.WAR5- 


FIGHTING 



THE BIGGER THE NAME, THE GREATER THE EXPECTATION. AND THERE ARE 
FEW NAMES AS BIG AS STAR WARS. GAMES™ HEADS TO SAN FRANCISCO TO 
VISIT LUCASARTS' DEVELOPMENT STUDIO AND GET SOME HANDS-ON TIME 
WITH THE FORCE UNLEASHED, THE NEXT INSTALMENT IN THE STAR WARS 
SAGA. WE FIND OUT WHETHER IT CAN LIVE UP TO EXPECTATION 


videogame is unlikely to slip under many radars. can name it and it contained Lightsabers, X-Wings, 

The fans demand you deliver and the cynics start or Wookiees then there’s a good chance he helped 

to hover, waiting for you to trip. And it’s certainly a it out the door. He knows his material. However, 

long way to fall. with one of the biggest licences on the planet to 

"I would have to say both yes and no if you asked work with, multiple formats to put the game out on, 

me whether I was concerned about the effects of and the expectation of gamers of all ages already 

hype,” comments Julio Torres, producer on The soaring, The Force Unleashed has a gargantuan job 

Force Unleashed. "No, due to the fact that what ahead of it, regardless of his realistic views, 

we’ve created here has been blessed by George 

[Lucas] as far as the core storyline goes, and the "AS A WHOLE GAME, people are going to say 

dialogue between characters and the screenplay 'God. That’s fucking awesome',” Torres continues, 

is very well written. It has that 20% comedy that "But every single level? Every single thing? Every 

Star Wars should have mixed in with the drama single element? Is it going to hold up to every 

and redemption. No one is going to think that the expectation? I don’t know. People might want us 

story sucks. There’s just no way. Knights Of The Old to have done something else. Everyone's different. 

Republic had a great story and this one is equal if I don't think every hardcore player is going to 

not better. I'm not at all worried about that. When be saying, ‘Wow, they’ve nailed everything’, but 

it comes to the segmented gameplay and different I do think every hardcore player is going to find 
levels of combat, that’s different. How do you please something they’ve never found before. With the 

everyone? There are millions of opinions. You story and the new music we've composed... well, I 

can’t please everyone all the time. In reality, in my can’t imagine anyone’s not going to feel they’ve got 
experience as a producer, when you get into big their money’s worth.” 

groups, you just can’t.” The segmented gameplay mechanic that Torres 

It’s refreshing to hear Torres' views on appeal, mentions is something that has been introduced 

and it’s good to know he's aware of the limits of to The Force Unleashed in an effort to ensure the 

any videogame - no matter how well put together title appeals to a broad audience. Our hands-on 

it is. A brief look at his past hints at why. Nine years time revealed many gameplay elements to us, but 

working on Star Wars titles and little else. If you the one that stands out is how well thought-out 


^ VISIT TO the LucasArts studio 
, in San Francisco is a different 
g, form of trip than we’d usually 
expect. Whereas a tour of most 
jfik development hives reveals 
§& toilets and a tearoom, 

|§^ the lobby area alone at 

r lgk LucasArts holds many 
Jgh photo opportunities. 

H4 As life-sized models 
H of Darth Vader and 
jXu Boba Fett usher 
you through 

security, it’s tough not to start brimming with 
expectation. Greater things surely lie within, after 
all. It’s not just the movie props and Admiral Ackbar 
models that are responsible for this anticipation. 

The game we’re here to play, Star Wars: The Force 
Unleashed, is equally intriguing. However, unlike 
the proven success of the films and other past 
glories, Force Unleashed is yet to fulfil its potential 
- and there’s an awful lot resting on its shoulders. 
Sure, there are still those who wouldn’t know a 
Dewback if they were sitting atop one, but having 
the words ’Star Wars’ emblazoned across the top of 
your product immediately creates a buzz whether 
you wish it or not. More and more titles are falling 
victim to the curse of over hyping and a Star Wars 
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n No. it's not Crazy Frog. New Jedi come out 
of the woodwork as you track them down. ■ 


M That Darth Vader has one hell of 
a grip on him. Make good use of it. 




me comDai mecnanics are. many nave ratten 
at the hands of Ninja Gaiden and Devil May Cry 
in the past and the same level of complexity 
wouldn't work with a title aimed at gamers of all 
abilities. Obviously there will be those who frown 
on the apparent dumbing down, but The Force 
Unleashed isn’t a title that aims to alienate those 
that enjoy a challenge. 


"WE JUST WANT someone who doesn't play 
a lot of videogames for hours and doesn’t have 
the skills with a controller to feel like a badass by 
pressing very simple buttons," explains Torres. 
You press one button and something happens. 
When you play our Tie Fighter construction 
facility level you can pick one up, throw it, and 
watch it explode right away. It's very empowering 
really quickly. That's intentional. The challenge, 
of course, is how do you get the players who 
play videogames a lot to get beyond that and 
find another layer that offers them complexity 
and keeps them interested? How do you do that 
without killing the other layer? We're certainly 
swinging the bat on this one. One of the ways 
I think we’re going to achieve this is by not just 
allowing the players to get through the whole 
game simply, but also by using more complex 
combos. We've introduced a pay-off system. This 
talent system in-game gives you more points and 
health should you use all the moves available. We 
encourage players to use better attacks so they 
can unlock further combos and become more 
powerful sooner rather than later. Is it going 
to work? I don’t know. We’ll have to see if the 
players dig in there. It's more cinematic and it's 
certainly more cool." 

Cinematic is certainly the right word to use. 
Using the Force to bend girders into the path 
of passing Tie Fighters and blowing your way 
through steel security doors provide the player a 
grand sense of power and are manoeuvres that 
are stunning to see in motion. Having witnessed 


the title at various stages of its production - and 
being admittedly underwhelmed on the last 
viewing - it’s pleasing to be able to report that 
the game is heading quickly towards what we'd 
hoped from the start. The visuals are slick, the 
music rousing, and the multi-levelled combat 
that Torres is pinning so much on is ready to 
be tested. Never ones to shy away from the 
opportunity to thrash out a few combos and 
experiment with the chaining of moves, we 
stepped up to the plate fully willing to test the 
versatility of said combat... And it delivers. 

While not as deep as some of the best brawlers 
available, there’s a level of intricacy involved that 
impresses easily - and our apprentice character 
hadn't even started down the path of levelling up 
yet. With time and effort, multiple Stormtroopers 
are seized by the power of the Force. They 
scrabble around and grab hold of scenery and 
each other in an effort to escape the invisible grip. 
They are then charged with electricity and hurled 
into other foes. The resulting blast takes out 
several others. The Force is fun to play around 


REMOTE 

CONTROLLED 

USING THE FORCE 
WITH NINTENDO WII 

WHILE THE TRUE next-gen versions of the 
game are being developed fully by LucasArts, the 
Wii version that we also spent time with has been 
outsourced to Krome Studios. It has to be said 
that what we played was impressive. The control 
method (Lightsaber with the Remote and Force by 
way of Nunchuk) works exceptionally well and the 
addition of extra levels combine to make a decent 
package. Also on show was the multiplayer mode, 
which sees two characters - including many not 
present in the main campaign - using their Saber 
and Force powers to scupper the other before the 
timer runs down. Additions like these help make 
up for the slight tweaks in gameplay necessary to 
get the game to run on Wii. Though you do get to 
use the Force to seize control of your own floating 
laser cannon - an impressive move that, at least 
from what we saw, wasn’t an option in the next- 
generation versions. 




So many people are going to be glad to 
play as the frankly awesome Darth Vader. 
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As you can imagine, LucasArts is keeping the story of The Force Unleashed under 
wraps for now, but we chatted to the game’s assistant producer, Brett Rector, 
who’s been on the project since December 2005 — when the story didn’t exist and 
the plot was still being fleshed out — to see what he could tell us. . . 


G™: When Exactly Is 
The Game Set? 


Brett Rector Well, it’s set 
between when the Jecli 
purge started at the end 
of Episode HI up to near 
the events of Episode IV 
There hasn’t been too 
much coverage of that 
time period yet, because 
that was a playground 
that George Lucas 

didn't want anyone to mess with until, I guess, he’d 
finished his films. So this is the first time anyone’s really 
explored or looked at that timeframe when Vader was 
doing his thing. 

It’s only a little snippet of that timeframe, but 
we’re finally able to dive in there and tell the story. 

I think it’s 20 years between Episode III and A New 
Hope and the game takes place about 1 4-16 years 
into that period. We’re being a little ambiguous about 
the exact age of the apprentice at this point, but you 
find the apprentice as a small boy and he’s a teenager 
when you play him, so the game takes place kind of 
near to Episode IV.” 


G™: Can you talk us through the prologue? 


BR: You play that first level on Kashyyyk. It’s part of 
Order 66 and the Jedi Purge. Vader’s located a Jedi 
so he heads diere to kill him. So you play as Vader, 
fight your way to the Jedi and there’s a confrontation 
with the him. You battle and you defeat him and 
that’s when you find the apprentice who’s actually the 
Jedi’s son. Vader is a little taken aback when he sees 
this small child, but realises how much power this kid 
possesses. He takes him under his wing and makes him 
his secret apprentice. 


: Where does it go from there? 


BR; Well, fast forward a number of years and you’re 
playing as the apprentice. Vader’s sent you to a Tie 
Fighter construction facility for your first mission. Your 
job is to find and kill the Jedi general Master Kota 
and bring back his Lightsaber as proof. When people 
see the gameplay, they point out that you’re killing 
Stormtroopers as well as everyone else even though 
they are on your side, but Vader’s orders are to kill 
everyone because nobody is allowed to know that 
the apprentice exists. It’s a great level to show how 
powerful the apprentice is straight away and the story 
goes on from there. 


'THE REACTION S AMAZINGLY 
POSITIVE. I REALLYTHINKTHE 
TEAM'S DONE A GREAT JOB” 
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At least the Force provides a good 
J reason to have a : 






like we may be very surprised how 
Kffi deep the combat turns out. 


looks 
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with. This is something the team are obviously 
aware of and they take great pleasure in seeing 
us at play. "Could everybody do that?” Torres 
chips in, spying an opportunity to enhance his 
point. "Probably not, it’s very complex, but you'll 
get paid for it if you scratch that deeply. Do you 
have to do that to finish the game? No. Is it better 
and cooler? Definitely.” 

Next for us is a surprise. Everyone's excited. 
Including those who know what the surprise is 
and have been tweaking the surprise for months. 
It’s the prologue level of the game. Taking place 
on the Wookiee planet of Kashyyyk, you play as 
Darth Vader. Vader doesn’t run; he paces through 
the lush undergrowth as he searches for his 
apprentice to be. The Imperial March bellows 
at us as he advances. War-scarred Wookiees fly 
and tumble as they are mauled by his trademark 
red Lightsaber. "Can you Force Grip?" One of our 
party asks. "Of course," comes the response. 
Another Wookiee falls to the floor. Simply put, the 
fans are going to love it. It shouldn’t really have 
come as a surprise. This is, after all, a game that 
places you firmly on the Dark Side - the side 
we've all secretly wanted to be on for years. Why 
wouldn’t you get to take Vader for a spin? 


THIS NEW PLANET we are being shown 
brings the total locations seen up to four, and 
again, the level of detail is superb. Each environ 
so far has been equally beautiful, showing lush 
jungle landscapes and densely detailed junkyards. 
Though, this does set off a number of alarm 
bells. Can this beauty be maintained throughout 
the rest of the title? Time is running short and 
it’s not uncommon for videogames to peter out 
location-wise as progression is made, trading in 
Eden-esque foliage for warehouse and dockside 
staples. It’s been mentioned to us previously that 
there are to be a total of 18 stages in The Force 
Unleashed, is it really realistic to expect as much 
from the as-yet-unseen areas of the game? 

"I can't really talk too much about the rest 
of the locations, because I’ve been told not 
to." Torres offers. "But let’s put it in context. 

The game takes place between Episode ///and 


Now you have him, why not make 
* him dance around a bit? 


Four locations have been revealed so far. 
I each looking superbly detailed. 









FAMILIAR 

FACES 

HAVEN’T WE MET BEFORE? 

WHEN WORKING ON a Scar Wars 
tide, you’d be a fool not to include a few 
known characters and creatures to please 
the heaving fan base. The Force Unleashed 
won’t disappoint. We’ve already seen a rancor 
boss in some of the early screens, and it 
was confirmed to us that a Sarlacc will also 
feature at some point in the game. Of course, 
there will be many new faces as well, but 
nostalgia is a more tempting prospect. We 
also noted a few other elements of interest 
that the paintings and artwork scattered 
around the walls of the studio hinted at, but 
we’ll keep quiet about them for now. . . we 
wouldn’t want to ruin the surprise after all. 
Nor upset Mr Lucas. 


Episode IV. At the end of III everything’s lush, 
clean, and pretty, but when you get to Episode 
/l/ everything’s under the hold of the Empire 
and there's darkness. The flowery feel is gone. 
Nobody’s going to be smelling beautiful things 
any more. It’s actually pretty destroyed and 
burned due to the invasion. The journey between 
III and IV, the visuals, the story, the places we 
take you... we need to get you there somehow. We 
have to make the connection. We are the bridge. 
This is a game of transformation and you’ve only 
seen the very tip of the iceberg. It’s all to do with 
us connecting the dots for you." 

It’s an ambitious task, but it’s clear from 
the team's passion that this is a labour of love. 
Each is as enthusiastic as the next as another 
Tie Fighter/explosive barrel/enemy is whisked 
up in the Force and brought to a crushing end. 

In a way, Star Wars: The Force Unleashed is 
the ultimate videogame combination. An evil 
apprentice with tremendous power all staged 
in one of the most influential and successful 
fictional universes ever, and it’s all to be delivered 
with the physics engine and visuals to make it 
look and feel spectacular. Flere’s hoping the final 
stages of development go as well as the past 
six months. The title has now taken the steps 
necessary to make it more than just another Star 
Wars game and the team should be very pleased 
with themselves. 

"Am I worried about how it will perform?” 
Torres concludes. "No, not really. A year ago I 
would have sung a different song. There were a 
lot of things not working. But each time we get 
new people playing, and they experience what it’s 
like to be so powerful, the reaction’s amazingly 
positive. I really think the team’s done a great 
job and done what we always wanted - to make 
the next chapter of Star Wars with great 
gameplay and a great story. 
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We are entering an era of unparalleled player control. We 
can live within persistent realities, mould them to our every 
taste and whim and, most importantly, we can customise 
the character that represents us within them. Fable 2, Mass 
Effect, EA's Game Face - how does this new power affect the 
role of character design in the modern game industry? 





hey carry the torch for the world's 
largest entertainment media, at 
their height they have outsold most 
of Hollywood's A-listers, plus they 
have a carbon footprint to die for. 

And yet they have never been asked to a Richard & 
Judy interview nor host an awards ceremony. While 
Angelina Jolie may be enjoying a luxurious life with 
Brad Pitt, Lara Croft is still shifting her ass to save 
the planet. Surely videogame characters are the true 
heroes of society. 

Any game worth its salt should have a compelling 
or memorable character at its core. Sonic sports 


a slick blue speedster, Mario boasts the family 
friendly plumber, Metal Gear Solid features Solid 
Snake, while Halo brings us Master Chief. The list 
of videogame heroes is near inexhaustible, and the 
industry is more than clued up to their importance. 

"The design of the main character is, to some 
extent, dictated by the marketing team. Most print 
coverage you see of games heavily features the lead 
character," says Ben Newman, character artist for 
Rebellion. James McDonnell, manager of Realtime 
Worlds, puts it simply: "If it's a character-driven game 
and the main character doesn't look strong, then the 
game isn't going to look very appealing." 


To some extent the impact of a lead character 
is dependent on the game itself. "For something 
like Tomb Raider it is exceptionally important," 
explains McDonnell. “For Crackdown it is reasonably 
important... it varies from game to game." Damian 
Buzugbe, the lead character artist on Fable 2, 
corroborates this view but believes that the best 
characters are often suggested by the universe they 
inhabit. "Creating the game world is the best basis,” 
he offers, "then the characters will come." 

The lead character is, by definition, linked to the 
entire game, and as such its design must be integral 
to every stage of development. Many games are 




THE CREATIVE TYPES COLLIDE IN AN 


EXPLOSION OF IMAGINATION AND FLARE 


AND SPILL ANY IDEA THEY HAVE THAT 
WILL FIT THE BRIEF OF THAT CHARACT 


DAMIAN BUZUGBE, LEAD CHARACTER ARTIST, LIONHEAD STUD! 


i 


character driven, but just as many show very little of 
the protagonist, so the importance of character desigr 
can vary wildly. "Some games are led by their main 
characters, particularly third-person games," explains 
Newman, so work on the design of the lead charade 
would begin very early and probably go through many 
revisions before the game was completed. For first- 
person shooters the character is not so urgent." 

Lee Carter, senior concept artist at Bizarre 
Creations, believes that it is not always this 
straightforward. "The characters [for The Club] came 
last, he reveals. "In fact, the character we had runnin 
round in early development was basically a cardboard 
box man with a smiley face. It wasn't until we had 
a firm story that we could start thinking about the 
direction of the characters." 


n an industry as diverse as gaming there 
will be exceptions to every rule, but the 
perspective of third-person games lends 
itself very well to establishing character. 

Role-playing games need to put incredible emphasis 
on characters to hold the player's interest for the 
entire length of the story, and the genre has long been 
associated with the third-person perspective. 

The Final Fantasy series has continually developed 
characters that capture the hearts and minds of the 
audience, demanding that their stories be told. To 
remember a Final Fantasy game is to remember the 
characters the player lived through, be it Cloud, Squall 
Leonheart, Yuna, Vaan, or any number of others. All 
have deep back stories and unique, personalised 
visuals. To make a successful role-playing game 
requires character design to start and continue 
throughout the entire game-design process. 

The character development process is a brutal 
survival-of-the-fittest scenario, and the sad fact of the 
matter is that the majority of characters die in their 


than that of the character. Character 
is certainly less vital to FPS games.. 


youth. In the beginning, they are nothing more than 
a few words written on a piece of paper to express a 
concept. McDonnell explains: "The concept will be a 
basic brief given to design, explaining what a certain 
character's main attributes can be, what he can do, 
and what emotions can be portrayed.” 

"The creative types, ranging from designers, 
writers, concept artists, animators, and three- 
dimensional artists, all collide in an explosion of 
imagination and flare and spill any idea they have 
that will fit the brief of that particular character,” 
Buzugbe says, describing the firestorm of creativity 
that follows the initial concept being set. "When the 
dust settles, the actual art work can begin fleshing 
out and bringing the character to life... Many concepts 
and designs will be drafted, whether it’s on paper 
or on the computer, colour or black and white, on a 
napkin or an oil painting. It’s where the new ideas and 
visions happen." 


9 A good character design is a 
memorable one, and who better to 
demo nstrate this quality than the most 
■■■recognisable Italian in the world. 


This "explosion of imagination" encompasses a 
great many considerations. From the idiosyncrasies 
of the voice to body movements, from the style of 
clothing to the haircut, every part of a character 
communicates their personality to some degree. As 
Buzugbe says, "Animation is as vital to the character 
as the actual look of it, but then so is the sound of 
that character.” Ben Newman feels that this broad 
range of influential factors can make the process 
more difficult: "All the aspects are important, which 
can be frustrating because not all of them are under 
the character artist's control.” 

There are numerous different means of 
communicating character, but all share one 
common aim. In Carter’s words, "A player character 
needs to stand out from the crowd.” This is as true 
for videogames as it is for literary and cinematic 
characters. Whichever medium a lead character is 
portrayed in, they need to be just that: a lead. They 
must be able to glean the sympathy of the player/ 
reader/viewer, and guide them through the story, 
however long that may be. 

Where game characters stand apart is the 
efficiency with which they must be communicated. It 
is accepted in film or literature that a certain amount 
of time will be spent on defining characters: who they 
are, how they feel, and what they want. Games do 
not have the luxury of so much time, and the player 
demands to be launched into action, or at least fun, 
as soon as they pick up the controller. This means 
that games must rely on archetypes. 
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IT’S A ME... 





PROFILE 

Lee Carter 

Senior Concept Artist, 
Bizarre Creations 


BACKGROUND 
Carter took an HND in graphic 
communication and a BA(Hons) in 
Illustration, before working on various 
role-playing games and magazines, and 
ultimately finding work with Bizarre. His last 
credit was The Club. 


INSPIRATION 

Carter is focused in his interests and 
acknowledges the influence of monster 
films and comic books, particularly 2000AD. 


VIEWS ON THE FUTURE 
“Dynamic cloth would be very cool. Clothing, 
especially long coats, are an animator's 
worst nightmare. Getting clothing to interact 
with the human body would be a major 
breakthrough. This is why there are so many 
games that feature battle amour; it's easier 
to animate and build. Open jackets, baggy 
pants, long coats, and long hair are almost 
impossible to get looking right. Once we 
have things like dynamic cloth, we can go 
crazy and an ever-increasing level of detail 
can then be added.” 


VISUALLY, THE IMPORTANT ELEMENT IS 


THE SILHOUETTE. IF A CHARACTER READS 
WELL IN SILHOUETTE THEN IT'LL BE A 

STRONG DESIGN FOR A GAME 


BEN NEWMAN, CHARACTER ARTIST, REBELLION 


"Recognition of certain archetypes helps give the 
player an instant history," says Carter. "Take Star 
Wars. You have Han Solo, who is basically a bit of a 
rogue; and then Luke Skywalker, who seems holier 
than thou; and Chewbacca, the brutish but loyal type. 
You can see certain archetypes repeated all over film, 
games, and literature. Humans can quickly pigeon- 
hole personalities, so giving people visual clues can 
help give the player more history to the character." 

ou need only take a brief look back 
through the history of gaming 
heroes to realise how diverse 
these clues can be. They vary from the 
visual, such as Mario's red cap or Lara's bountiful 
breasts, to the auditory, which focuses on the voice. 
They could also include habits, such as a character 
clicking their fingers to announce their arrival, or they 
may be related to movement, take Sonic's signature 
spin, for example. Virtually anything that relates to the 
character can be used to define them in some way. 


Of course, design is a highly subjective process 
and different designers will have individual tastes 
and styles. "Fashion does tend to influence my 
futuristic designs,” Newman says. "I often find that I 
unintentionally include recurring features and motifs 
on characters I design. There are some things I just 
really like, such as glasses on women, or a certain 
placement of seam-lines on a jacket.” 

Despite this subjectivity there are some commonly 
held theories, the most important of which relates 
to the character's silhouette. As Newman explains: 
"Visually, the most important element is the 
silhouette. If a character reads well in silhouette then 
generally it'll be a strong design for a game. A good 
example is Team Fortress 2. All the characters can be 
recognised instantaneously from the silhouette alone, 
compared to say Gears Of War, where, although the 
characters in themselves are beautifully done, it can 
sometimes be hard to tell the difference between 
enemies and friends. Instant readability is very 
important for games." 
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This instant readability is arguably unique to 
games, or at least it's far more prominent in games 
due to their interactivity. The player must immediately 
know who they are, who is on their side and who is 
against them. Once the player knows who the lead 
character is they can start to form a relationship with 
them. The lead character must welcome the player, 
the player must want to be them, and there must be a 
degree of integration between the imagination of the 
lead character and that of the player. 

However, according to Newman this is more of 
a problem for certain genres than for others. "In 
first-person games [the player is welcomed into the 
character] by making the player character as much 
of an everyman as possible," he says. "They will often 
be a generic action-hero type personality, and have 
names like John Stone or Sam Hunter. Halo is the 
perfect example of this taken to the extreme; the 
faceless, nameless suit of armour, completely open to 
the player's interpretation. Personally I'm not so keen 
on this approach and would rather be playing as a 
character with a predefined look and personality, but I 
think it’s a very subjective thing.” 

S ubjectivity defines the way design 
choices are received. The very choice 
to make a game character-driven will 
alienate certain players, so the worth of that 
character's personality is even more at the whim of 
the person controlling it. "The design, look, and feel 
of [the hero in Fable] was crucial or all of the things 
that revolved around him would collapse," observes 
Buzugbe, and this is by no means rare. An epic game 
will not carry the player through its extensive story 
unless the lead character gains the player's affection. 
So, how does a character capture the heart of a 
gamer? "Fable actually lends itself to this brilliantly," 
says Buzugbe, "as it is our aim to give the player as 
much choice and ownership over their character as 
possible. We basically give the player a blank canvas 
on which to paint their adventuring masterpiece." 

Fable provides an excellent example of a facet 
of gaming now entering its prime: character 
customisation. Games like Mass Effect have burned 
themselves into the player’s psyche by allowing 
freedom to craft the character and their choices 
themselves. The impact is obvious. Gone are the linear 
paths in which gamers carried out the tasks set for 
them by the developer. "As a player, I always feel more 
ownership over a character if I have had some input,” 
Buzugbe confides. "Whether it be painting an angry 
monkey on my car in Forza or sculpting my fighter in 
Fight Night, I have more invested in it." 

More and more games are now featuring the 
option to customise the whole experience, but as with 
all elements of character, its success is dependent 
on the type of videogame. "In such titles as Tony 
Hawk's and Grand Theft Auto, I think it’s a very useful 
tool for immersing the player in the game," says 
Newman. "Because both of these series are set in 
relatively contemporary settings, it’s fairly easy to have 
a wide range of clothing varieties available without 
breaking the atmosphere of the game. The use of 
customisation depends upon how far the developer is 
willing to break the believability of the world." 


PROFILE 

Ben Newman 

Character Artist, Rebellion 


BACKGROUND 

Newman earned his stripes working as an artist at 
Free Radical Design for seven years, with credits 
including TimeSplitters: Future Perfect. 

INSPIRATION 

Preferring to cast the net wide when searching 
for ideas, Newman cites, “All kinds of art. 

Fashion design, comics, old masters, outsider 
art. They all have something that makes them 
worth examining.” 


VIEWS ON THE FUTURE 
"As the technology advances I think the process of 
character design will split into more specialised 
areas. Although some companies already have 
different artists specialising in various aspects of 
the process - more so in America than the UK - 
I think this will become more widespread. At the 
minute I think character design is in a bit of a rut. 
Hopefully other developers and publishers will 
soon focus on more artistic game styles." 
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IT’S 4 ME... 



HUMANS QUICKLY PIGEON-HOLE 


.ITIES, SO GIVING PEOPLE 

VISUAL CLUES CAN HELP GIVE THE PLAYER 
MORE HISTORY TO THE CHARACTER 


LEE CARTER, SENIOR CONCEPT ARTIST, BIZARRE CREATIONS 


HBBW Fable 2 S lead 
character designer believes 
great characters only come 
once a decent game world 
has been established. 


V 


Newman's remark is particularly interesting 
because, in truth, characters are secondary to their 
worlds. As Newman so perfectly illustrates, 

“A character in Cali Of Duty wearing a suit of 
armour or a clown outfit would destroy the illusion 
of the specific period and place that the developer is 
trying to create." This is a clear example of the art 
of the medium. The purpose behind a videogame 
is no longer simply to provide entertainment. 

The industry and the technology have developed, 
and designers can now elicit a variety of feelings 
through a game’s visual style. 


PROFILE 

Damian 

3uzugbe 

Lead Character Artist, 
Lionhead Studios 


INSPIRATION 

Buzugbe looks to comics, movies, books, and games to 
find his muse. Or as he puts it, “Submerging myself in 
being a big kid in a 31 -year-old body.” 


VIEWS ON THE FUTURE 

"The more tools and technology we have helping us as 
game makers, the more time we can give to realising 
new ideas and designs.” 


BACKGROUND 

After finishing a degree in graphic design, specialising 
in animation, Buzugbe got a job working for a, "small 
start-up company called Big Blue Box as a junior artist 
making Fable for the Xbox.” 


ot only has the technology of 
games improved, the industry’s 
vision has matured. Just 20 
years ago, a game's visual detail and 
narrative would have been limited to a few blocks of 
colour and some text, denigrating characters to the 
status of mere toys. There was simply not enough 
detail to form a real player/character relationship. 
Pac-Man is a brilliant example of a 'toy character'. 
The yellow-ball-with-a-mouth physique may have 
led to a lot of fun, but there was no real soul - 
nothing for a gamer to grab hold of and empathise 
with. Any sense of heart in Pac-Man comes from 
nostalgia, not character. 

Pac-Man is instantly accessible. The player 
can give his little yellow face whatever personality 
they wish. In contrast, a highly detailed character 



such as Solid Snake is more likely to influence the 
player’s personality than the other way around. 

Metal Gear Solid is a great game precisely because 
we love to step into Snake’s shoes for a few hours 
and stealth our way through enemy territory. We 
shape our play style to suit Snake because, let's face 
it, Snake is just plain cooler than we are. 

The difference between Pac-Man and Solid 
Snake is obvious: Snake's design has genuine 
personality and adds to the experience of playing 
the game. But this virtue can equally prove 
problematic because character design is now so 
advanced that a bad character can actually harm 
a game just as much as a good character can 
enhance it. Technological advances have drawn the 
character closer to us. We can see the contours 


of their skin, the expression in their eyes, the 
shape and gleam of the jewellery they wear. We 
are already seeing virtual nervous systems and 
intelligence in videogames, such as the upcoming 
Star Wars: The Force Unleashed with its use of 
Natural Motion’s Euphoria engine. So, what exactly 
does the future hold? 

“We are still on the first slew of games for a 
new console," Carter explains. "Developers are 
creating almost exclusively photorealistic products. 
Hopefully other developers and publishers will 
soon have the opportunity to follow Valve’s lead 
and create more artistic styles of game." Indeed, 
technology can only take us so far. The 
future of the game industry is ultimately /SV 
within the realms of the imagination. 
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CHARACTER CLASS 



You know the theory of what makes a good game character, but this month games™ wants to showcase 
some real icons. You won't see Master Chief or Mario on these pages, instead you'll find well-conceived, 
fleshed-out individuals that push the boundaries of interactive narrative or simply defy convention 








DS games that capitalise on his 
quirky persona. A more interesting 
character Nintendo has yet to 
produce, and personally we hope 
this franchise goes from strength to 
strength. Maybe it's time we saw a 
TingleWare game on Wii? 


Sander Cohen 

As Seen In BioShock (2007) 


BIOSHOCK 
IS built upon 
mystery. The 
true nature of 
Rapture, its fate, 
and your own 
identity remain 
secret until 
the revelatory 
plot twist. 

Before that one, unforgettable moment, 
everything in Rapture seems subservient 
to two key figures, Andrew Ryan and 
Frank Fontaine. Everything, that is, except 
Sander Cohen. 

Despite the titanic struggle for control 
that engulfed the world of Rapture, Cohen 
remained in Fort Frolic, content in his own 
pocket of Ryan's decadent metropolis, 
diligently planning his masterpiece. By 
manipulating you to achieve his own, 
unique ends - the ultimate compromise 
between artistry and brutality 


- Sander Cohen becomes BioShock's 
quintessential character. 

Ken Levine's masterpiece offers a 
wealth of memorable characters, but the 
sorrow of Andrew Ryan and the tragedy 
of Diane McClintock crumble before the 
grandiose ambitions of Sander Cohen. 

In a sense, Cohen is Rapture embodied, 
encapsulating all of its glamour, 
perfectionism, and the internal conflict 
that tore it apart. It is impossible to 
imagine the game without him. 


Garrett 


As Seen In 

Thief: Dark Project (1998), 
Thief II: The Metal Age (2000), 
Thief: Deadly Shadows (2004) 


-» FEW MAIN 
characters are 
as cynical and 
mysterious as 
Garrett, the 
Thief series' 
morally 
ambiguous 
protagonist. 
But then, as 
a man who happily steals for personal 
gain, it's perhaps surprising that his 
morals are called into question at all. His 
rampant looting and clear disregard for 
the law should see him confirmed as an 
unmistakable villain, but Garrett, often 


Pyramid Head 


As Seen In Silent Hill 2 (2001) 


Tingle 


As Seen In The Legend Of Zelda: Majora's Mask (2000), 
The Legend Of Zelda: The Wind Waker (2002), 

Freshly Picked: Tingle’s Rosy Rupeeland (2006) 


MORALITY IN VIDEOGAMES is 
generally split between hellish black 
and virginal white. The character you control is invariably 
the hero, while the design of your antagonists rarely 
leaves any doubt as to their evil intentions. At first glance, 
the Silent Hill games seem to adhere to this simplistic 
view, but Pyramid Head stands as one of the most 
ambiguous creations in the medium's history. 

Silent Hill 2 s enemies are generally female in form, 
both highly sexualised and grotesquely mutated, so 
Pyramid Head naturally stands apart from the player's 
expectations. The character’s brutality, strength, and 
weaponry mark him out as a boss, and the whole of 
Silent Hill 2 seems underscored by the anticipation of 
your final showdown. 

The brilliance of Pyramid Head is that he does not 
conform to the conventions suggested by his appearance. 
Despite being the most imposing character in the game, 
his pained groans speak of a tormented soul. He wields 
a gargantuan knife and seems in constant pursuit of 

James, but it is 
not compulsory 
that you attack 
or destroy him at 
any point. As you 
eventually learn, 
Pyramid Head is 
the embodiment 
of James’s guilt 
over the death 
of his wife. One 
cannot exist 
without the other. 
The memorable 
Pyramid Head is the 
definition of what a 
‘nemesis’ should be. 


LIKE WARIO before him, 

Tingle started life as a peripheral 
character seemingly designed to 
frustrate players walking in Link’s 
shoes. With his cries of Kooloo- 
Limpa, and his habit of massively 
overcharging for maps, he managed 
to anger a significant portion of 
(mostly American) Zelda fans. 

Yet for everyone he annoyed, 
this tragicomic character managed 
to endear even more. The tale of 


a 35-year-old man who 
desperately wants to be a 
‘fairy’ is certainly one of the 
campest that Nintendo has 


ever come up with and has 
assured Tingle’s character 
instant cult appeal. 

His unpopularity with certain 
crowds may have banished him 
from the Zelda universe for good, 
but the anti-mascot has taken 
on a new life in his own series of 
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unwittingly, is responsible for preventing 
alt sorts of evil during his escapades and 
he is frequently the only man capable of 
saving the day. 

Of course, it's Garrett’s unique skills 
and upbringing that make him such 
a fascinating character. Adopted at a 
young age by the secretive Keepers, 
Garrett’s past is partially revealed 
through overheard conversations and the 
occasional passage of text, but it’s only 
by playing all three Thief entries that the 
many parts of his unusual life can ever 
hope to be pieced together. This ensures 
that players always know enough about 
Garrett’s life to make him interesting, but 
never quite enough that they feel there’s 
nothing left to find out. 


Posted bj 


Gregg the Grim Reaper 
from Conker Live & 
Reloaded is a personal 
favourite of mine. The 
whole squeaky voice thing 
had me in fits of laughter, 
and his hatred of cats 
was pure comedy. Rare at 
its finest. 


Posted by: 


I have to choose G-Man 
from the Half-Life series. 
The odd raspy voice 
and the way in which he 
appears randomly in the 
Half-Life games is just 
so chilling. 


Posted by: 


Stan, the rip-off merchant 
with verbal diarrhoea 
who sold me a clapped 
out boat in The Secret 
Of Monkey Island. Great 
wavy-arm animation. The 
only thing he didn’t do 
was spit when he talked. 


seeing in ourselves, a side that struggles 
with self-doubt and constantly passes 
comments on the surrounding cast that 
he wouldn’t dare to say out loud. 

The result of sharing these thoughts is 
that we feel a much stronger bond with 
Phoenix Wright, a bond that is strangely 
absent in Apollo Justice, wherein we 
see him from another perspective, from 
which he seems much more aloof than 
we’re used to. 


Posted B} 


I have to put a big shout 
out to HK-47 from Knights 
Of The Old Republic. I 
think I laughed out loud 
at just about every line of 
dialogue. I liked the way 
his bloody past was slowly 
revealed throughout the 
game too. 


Phoenix Wright 


As Seen In 

Phoenix Wright: Ace Attorney 
Trilogy (2001-2004), 

Apollo Justice: 

Ace Attorney (2007) 


| -> ESSENTIALLY A 
adventures, the Ace 

I over their ^ 

■ characterisation. 

The lengthy 

dialogue fleshes out the courtroom A 
drama’s cast in ways that few other 
games are able, particularly when i|| 
the text offers us a look at the 
protagonist's thought process. 

On the surface, Phoenix Wright is a 
cool and collected lawyer, capable of 
legendary feats of defence. Yet on the 
frequent occasions that we get to read his 
thoughts, the game reveals another side 
to him. This is the side we’re most used to 


GLaDOS 


As Seen In Portal (2007) 


PORTAL’S GLADOS GLaDOS, the 

is more than just an abandoned 

antagonist; she is a guide centre is 
and a commentator. overflowing with. I 

Remember, it is only a history and | 
through the assistance atmosphere that '" BB 

offered by GLaDOS that the otherwise 
players are even able to sterile test 
progress beyond the first chambers could never 
room, and it’s only due to hope to possess, 
her unhinged ramblings Her greatest 
that the storyline moments come thick 

can be understood at and fast. From the 
all. Without her, the very first mention of 

Aperture Science Facility cake to the revelations 
would barely be anything about Aperture Science 
more than an empty Facility's past, almost 

shell - a succession of every line is impossibly 
stages that contained captivating - the 
puzzles but little else combination of Valve’s 
beside. Because of incredibly witty script 


and Ellen McLain’s 
soothing vocals working 
overtime. And who could 
forget GLaDOS's finest 
moment? There are 
few other characters in 
this medium - let alone 
any others - that could 
possibly make gamers 
care about a Weighted 
Companion Cube, but 
GLaDOS did, which 
just goes to show how 
brilliantly realised she is. 


CaptainBus 


The Longest Journey (2000), 

Dreamfall: The Longest Journey (2006) 


ElFORGET THE schoolboy fantasy that is Lara 
Croft, if you're looking for videogaming’s original 

positive female protagonist then look no further than April Ryan, star of cult 
point-and-click The Longest Journey. It may not be that well known, but if you 
take a look at any serious modern adventure game then the influence of Ryan can 
be felt in practically every one. From Syberia s Kate Walker to Still Life's Victoria 
McPherson and even Zoe Castillo - star of The Longest Journey sequel Dreamfall 
- the adventure game genre has thrived on positive female protagonists ever 
since April Ryan's debut. 

Although headstrong and pro-active, she never comes across as an all-guns- 
blazing action-heroine cliche. First and foremost she's an ordinary woman before 
a videogame character. She doesn't always hold all the answers and frequently 
gets things wrong. Back in 2000, a character with realistic weaknesses (and 
strengths) was a breath of fresh air that sadly remains so to this day. 








Agro 


As Seen In Shadow Of The Colossus (2006) 


ABOVE ALL else, Shadow Of The 
Colossus is a solitary experience. 
Each successive colossus requires 
you to forge a path through the 
game’s vast, barren landscape, 
and the enormity of your eventual 
foe only serves to exacerbate the 
feeling of isolation, of being alone. 
Without that desperate sensation, 
Shadow Of The Colossus would 
not have seared itself onto the 
collective gaming consciousness 
with such aplomb. 

You do have an ally, however, 
in the form of your horse, Agro. 
Wander, the hero, undoubtedly 
looks upon his trusted steed as 
a friend, but the player has been 
pre-conditioned by the history of 
game design to see Agro as purely 
functional - a mode of transport 
and nothing more. 


Fumito Ueda and his team 
were obviously aware of this, and 
designed Shadow Of The Colossus 
to include Agro in pivotal ways. 

He is your only company on those 
frequent cross-country rides, 
the only living thing in a world of 
dust and rock - even the colossi 
appear as if they are hewn from 
the mountains. 

Agro’s pace and agility is vital 
for defeating several colossi, and 
this is essential to the game’s 
emotional power. These debts may 
not be consciously acknowledged 
as you play, but at the moment 
of Agro's death the skilfully 
orchestrated bond you share 
becomes painfully apparent. At 
that moment, and for the first time, 
you understand what being alone 
truly feels like. 


FROM THE 

FORUM 

Posted by: 


The merchant from 
Resident Evil 4. The 
music as you get near 
him, the fact that you 
could finally relax for 
a minute. But the main 
reason is his voice. With 
all the scary tension in 
the game, it was like 
bumping into your crazy 
grandad who wanted to 
sell you guns. 


Posted by: 


Somerset Bumpkin 


There's only one 
character who needs 
to be discussed here: 
Duke Nukem. Even 
when he was new he 
was already a dinosaur. 
He's unashamedly 
masculine, defiantly 
sexist, completely out 
of tune with the politics 
of his day, and it's this 
juxtaposition with the 
‘mature’ characters of 
today that makes him so 
fresh and fun. 


Posted by,:* 


The character that left a 
mark on my gaming world 
is Raziel from the Legacy 
Of Kain series. The tale 
of his rise to master 
vampire, and painful, 
thousand-year fall from 
grace is, for my money, 
one of the best-conceived 
storylines in modern 
videogaming. 

Posted by: 

I'd just like to sing the 
praises of the ghosts in 
Pac-Man. It only occurred 
to me the other day that 
they might very well 
be the ghosts of dead 
Pac-Men who tried to 
conquer the maze before, 
now doomed to roam 
the corridors, looking to 
claim our hero as one of 
their own. 


Posted By: 


Andy Kurosaki 


Earthworm Jim. This was 
a character that didn’t 
even try to make sense, 
he was just completely 
and totally bonkers. The 
funny animations he 
would do when you left 
him standing still. The 
crazy guns in the second 
game. Pressing the A- 
button on the first game 
to make him say ‘Groovy’. 


Ryo Hazuki 


As Seen In Shenmue (1999), 
Shenmue II (2001) 


DESPITE 

APPEARING in the 
most expensive 
videogame ever 
produced, Ryo 
Hazuki doesn't 
really display 
the depth of an 
expensively written 
script. Dialogue as complex as "Do you know 
where sailors like to hang out?" mark Ryo 
out as little more than a typical videogame 
character, his only interaction with the plot 
being to move from one puzzle to the next. 
When he isn't asking questions he can be 
found practising new martial arts moves 
or collecting toys... rarely do we see into 
his inner self. But then he probably doesn't 
have one. Go into a public phone box and get 
Ryo to phone his supposed sweetheart, and 
unless he has some information to move 
the plot along, he'll say nothing until Nozomi 
tells him to phone back when he actually has 
something to say. 

So why do we love him so? Perhaps 
because he's exactly the type of persona-less 
slate through which we need to experience 
the breathtaking world of Shenmue. Or 
perhaps because his odd questions and 
quirky lack of personality lend him a cult 
appeal unlike any other. 

SHODAN 


As Seen In System Shock (1994), 
System Shock 2 (1999) 


IRRATIONAL 
- SORRY, 2K 
Boston - seems to 
have a knack for 
creating antagonist 
characters with 
more depth and 
personality than 
its supposed 
heroes. Ken Levine can’t control the meaning 
a player attaches to the character that serves 
as their eyes, so the protagonist is left as 
a blank canvas. The enemy, however, is a 
different matter entirely. 

As a medium, videogames are defined 
by their interactivity, so any meaning the 
content carries is largely dictated by your 
ability to engage with it. You are locked in a 
battle of wills with SHODAN (Sentient Hyper- 
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Urdnot Wrex 


As Seen In 

Command & Conquer (1995), 

Command & Conquer: Tiberian Sun (1999), 
Command & Conquer 3: Tiberium Wars (2007), 
Command & Conquer 3= Kane's Wrath (2008) 


m 


-> THERE AREN’T many great 
characters to be found in 
real-time strategy games, but 
Command & Conquers Kane 
is one of the few exceptions. 
Head of the Brotherhood of 
Nod, Kane is portrayed as 
one of the world's greatest 
leaders. He is considered a 
messiah by his followers, who 
draw comparisons between 
him and the Biblical figure of 


Cain. Indeed, this connection 
has never been entirely 
explained throughout the past 
13 years of C&C releases, and 
gamers have always been left 
to draw their own conclusions. 

But Kane would surely 
not be so well liked were it 
not for Joe Kucan’s excellent 
portrayal of the infamous 
character. You see, Kane 
exists almost exclusively in 


the live-action FMV sequences 
that bookend single-player 
missions. And Kucan, a man 
who has apparently not aged 
in the many years since first 
adopting the role, has made 
Kane the enigmatic and 
charismatic leader that he 
is. Without Kane, and thus 
Kucan, the C&C universe 
would lose much of its 
enduring appeal. 


Optimised Data Access Network) throughout 
System Shock and System Shock 2, and 
Irrational never misses the opportunity to 
redefine the nature of your relationship. 

From benevolent Al to godlike power 
to a marginalised force and back again, 
the character of SHODAN - and more 
importantly, your role in her plans - is 
constantly evolving. In a medium not normally 
recognised for well-honed character arcs, 
SHODAN is a peerless example 
of what's possible. ; 1 



Cortana 


As Seen In 

Halo: Combat Evolved (2001), 
Halo 2 (2004) Halo 3 (2007) 


DESPITE THE 
monumentally 
complicated plot 
being almost 
unintelligible, 
there is a 
momentum to 

Halo 3 scut- 

scenes that simply cannot be ignored. 
Bungie's impeccable cinematic eye plays 
a considerable role, but it is something 
else that provides the sense of purpose 
necessary to glaze over the story's 
intricacies: Cortana. 

In the first two Halo games, Cortana 
was little more than a cheerleader; 
present to give Master Chief some 
words of encouragement or exposition 


depending on the situation. If her role had 
never expanded, that would have been 
quite enough. Cortana is a benevolent, 
mysteriously sexy Al construct, and two- 
dimensional by her very nature. 

In Halo 3, however, over-wrought 
politics give way to the bond between 
Cortana and Master Chief. For much of 
the game’s latter half we needed to know 
little more than the fact that we were 
rescuing the most unlikely love interest 
in the history of the medium. From her 
vacuous role as explainer at the start of 
the trilogy, Cortana becomes the heart 
and soul of the entire experience. Not bad 
for a hologram. 



As Seen In Mass Effect (2007) 

THE SCALE 
of Mass Effect 
always suggested 
the possibility of 
giving the player 
too much to 
digest at once. 
Commander 

~~~~ Shepard is a 

blank canvas, his looks personality and 
choices are in your hands. Once in the 
game, you’re confronted with a dizzying 
array of races and species, and pages and 
pages of expository information to read. 

Mass Effect was sold as a revolution 
in that the players interact with game 
narrative but the breadth of the game's 
mythology can occasionally make you feel 
your decisions are more or less arbitrary. 
This is why Urdnot Wrex stands out. He is 
memorably designed with a compelling 
back story, but as soon as he gives Shepard 
his ultimatum - forcing you to decide if he 
should live or die - you feel your decision 
will radically alter the path of the game from 
then on. We pulled the trigger, others didn’t, 
and that’s what Mass Effect is all about. 





WHEN IT comes to LucasArts adventures, there is 
a wealth of characters we could have picked for this 
list, but there's something about Max that just makes 
him more memorable than any other character in the 
publisher's body of work. 

As a sidekick character he's the perfect 
accompaniment to the dryer, more sarcastic Sam. 

He's funny, as are most LucasArts characters, but not 
in the same way. Instead of reeling off one liners and 
quips, he’s more often found asking permission to eat 
a person or fill them with lead - the funniest part being 
that he’s probably not joking. 

Max comes into his own not just as comic relief, but 
also as an integral part of the puzzle gameplay. Talk 
to him and he’ll dole out subtle hints, often beneath 
layers of seemingly irrelevant banter, and can even be 
used as an item throughout his games. Hilarious and 
practical, Max is the perfect videogame character. 
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As Seen In Fallout (1997), 
Fallout II (1998), 

Fallout: Brotherhood 
Of Steel (2004) 


-> UNLIKE THE 
other entries in this 
character list, Vault 
Boy can't be spoken 
to, fought against, 
or controlled. 

He is a cartoon 
advertising 
character that 
could easily be no more significant than 
a chocolate bar wrapper or a billboard 
poster, but he has somehow become one 
of the most iconic features in the Fallout 
franchise. His chirpy face, pronounced 
quiff and Fifties attire are stamped across 
everything Vault-Tec related, and it’s 
because of this that he is so well recognised 
both in and out of the game. 

What really makes Vault Boy so 
important, however, is the contrast that his 
affable demeanour has with the rest of the 
Fallout experience. Gameplay takes place 
in a post-apocalyptic wasteland and there 
are few hints at what once stood in place of 
the crumbling houses, dilapidated streets 
and legions of mutants. Vault Boy is one of 
those rare reminders - a clever device that 
highlights how bad everything has become. 


Vault Boy 


As Seen In Half-Life 2 (2004), 
Half-Life 2: Episode One (2006), 
Half-Life 2: Episode Two (2007) 


Alyx Vance 


FOR A series in which the main character has 
never uttered a single word, it's essential that the 
surrounding cast can put across the story. It’s 
something that Half-Life and its sequels are famed 
for, but despite the many successes, it’s Alyx Vance 
who has proved to be the most popular NPC of all. 

She is a rare example of a strong and intelligent 
female videogame character, and lead protagonist 
Gordon Freeman would often be helpless without her, 
rather than the other way around. 

Alyx is the arguably the shining example of 
videogame character design - she is beautifully 
animated, excellently scripted, and blessed with 
exceptional voice acting. This guarantees that even 
when she accompanies players for hours at a time, 
she’s no less than a charming, smart, and witty ally. 
The developer aimed to ensure that Alyx would never 
patronise players or endlessly repeat the same 
phrases, and above all, gamers would miss her when 
she wasn’t around. 





Wario 


Super Mario Land 2: 6 Golden Coins (1992), 


Wario World (2003) WarioWare (2003), 
WarioWare: Smooth Moves (2006) 




THOUGH HE originally started out as a doppelganger foil for 
Mario, this offbeat villain has since morphed into a mascot in 
his own right, thanks mostly to the WarioWare senes. Ironically 
enough, he's also picked up a number of actual character traits 
along the way, something that Mario distinctly lacks? Okay, so 
his characteristics rarely run deeper than his motivation by f 
greed, but that's still more than most Nintendo characters J f . 

have going for them. 

More than just an obligatory comedy character, Wario f 
has also become a symbol of Nintendo's experimental / / 

side. A new Nintendo console simply cannot launch I p 
these days without an accompanying WarioWare game V % 
to showcase the innovative potential of the controller. 

This being a far cry from the days of the SNE5 and N64, 
which launched with Mario to demonstrate the power under the 
hood rather than the steering wheel itself. Wario then, could even 
be described as the new face of Nintendo itself. It's not one that 
everyone will like, but at least it's a little bit different. 


Jimmy Hopkins 


As Seen In 

Canis Canem Edit (2006) 


AS THE game 
studio that most 
parents are 
convinced is 
trying to corrupt 
their young, 
Rockstar Games 
must have 
known well in 
advance that a schoolyard setting and the 
provisional title ’Bully’ would set tongue's 
wagging. Indeed, it is impossible not to 
think that it was all part of the grand plan. 

After Hot Coffee and Manhunt, even 
those with a love and respect for Rockstar 
were unsure what to expect of the freshly 
monikered Canis Canem Edit -a ruse 
to disguise the horrors within, perhaps? 

- and the stocky, shaven-headed Jimmy 
Hopkins seemed a paean to thuggery. 
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However, from the game's opening 
moments all preconceptions are washed 
away. Neglected, abused, and passed 
from pillar to post, Jimmy's situation has 
left him with the most well-balanced 
sense of decency ever seen in a Rockstar 
game. There are bullies here, but despite 
appearances, Jimmy isn't one of them. 
The cries of the protesters immediately 
rang hollow. Once again, all part of the 
grand plan. 



Mr Resetti 


As Seen In 

Animal Crossing (2001), 

Animal Crossing: Wild World (2005) 


HE MAY 
be one of the 
most annoying 
characters in 
gaming, but 
that doesn't 
make him a bad 
character as 
such. Far from 
it in fact, Mr Resetti is so meticulously 
designed with the express purpose of 
annoying that it's hard not to respect the 
thought that went into him. 

His basic purpose is to stop Animal 
Crossing players from turning the game 
off without first saving the game - a job 
he does very well. Make the mistake once 
and he’ll rant at you for several minutes 
before allowing you to play on, make the 
mistake twice and he’ll become ever 
angrierand more long-winded. His tirade 
is so effective that few people have ever 
made the mistake a third time. 




FROM THE 

FORUM 


-> Posted By: b™ 

Captain Price from the 
Call Of Duty series. 

He is in them all. He 
is constantly getting 
captured and then 
rescued, before taking 
his revenge. Playing the 
Ghillies In The Mist level 
in Call Of Duty 4 felt like 
a huge privilege... plus, 
killer ’tache. 


A lot of characters came 
to mind, but I’ll give the 
nod to Maechen in Final 
Fantasy X. The scene 
where you have the 
option to be nice to him 
and listen to his story is 
one of the most poignant 
moments I’ve seen in a 
videogame. I had a lump 
in my throat listening to 
him, and it's seldom I 
genuinely can say that. 



Big Boss/Naked Snake 

As Seen In Metal Gear (1987), 

Metal Gear Solid 3: Snake Eater (2004), 
Metal Gear Solid: Portable Ops (2007) 


-> METAL GEAR’S Big Boss is among the most 
malevolent villains to have appeared in any long- 
running videogame series. How strange then that Metal Gear Solid 3: Snake Eater 
gave us the opportunity to witness the origins of that villainy straight from the 
character’s own perspective. 

He may have been a constant source of pain for Metal Gear's real hero, but 
once you’ve gone through the days of turmoil and betrayal that shaped Naked 
Snake into Big Boss, it’s hard not to feel for the guy. To have his spirit and sense 
of duty utterly crushed by those he trusted the most, Snake is transformed into 
something else entirely. And in the context of the other Metal Gear games, we get 
to see exactly how ugly that transformation was. 

And yet it is testament to Snake’s sympathetic characteristics - which, let’s 
face it, are exactly the same as Solid Snake - that your perspective of the subject 
matter changes. The Metal Gear games have always tried to highlight the 
hypocrisy of war through political commentary and Codec musings, but never has 
that message been more effective than when told through the eyes of the ’enemy’. 




-» Posted By: 


PRNeison 


I can tell you the game 
with my favourite 
characters, but I’d find 
it impossible to pick 
one character out of 
the bunch. The game is 
Psychonauts, and anyone 
who has played it should 
know what I mean. 
Everyone else, however, 
is missing out on one 
of the most diverse, 
entertaining and thought- 
provoking collections of 
videogame characters 
ever created. 

Posted by: 

Garcian Smith from 
killer7. He’s just so 
laconic and cool, and 
his incredible back story 
makes him one of my all- 
time favourites.. 


-> Posted By: 


Akuma/Gouki 


You’ve just gotta love 
Akuma. Compared to 
vanilla Ryu and cheap 
Ken, the Master on the 
Dark Hadou is the ultimate 
Shotokan. Not evil in the 
strictest sense, he will only 
fight those he considers 
worthy. His killer technique 
is the Raging Demon, 
which in his ultimate Shin 
Akuma guise, drags his 
opponent to hell for 33 
devastating hits. 



Albert Wesker 


As Seen In Resident Evil (1996), 
Resident Evil Code: 

Veronica (2000), 

Resident Evil Zero (2002), 
Resident Evil: The Umbrella 
Chronicles (2007) 

-> NOW RECOGNISED 
as one of the most 
important characters 
to have featured in the 
phenomenally popular 
Resident Evil franchise, 
it’s all too convenient 
to forget that Albert 
Wesker was actually 
killed off in the very 
first zombie-filled 
Capcom adventure. It’s 
testament to the super-cool 
antagonist, however, that 
he proved so popular with 
fans that the developer 
was seemingly forced to 
resurrect him. Not only 
that, but the software 
giant has also returned 
to the Resident Evil back 
catalogue and found ways 
to tie the former Umbrella 
Operative into their 
respective plots. 


Don’t believe us? Well, the remake 
of the original Resident Evil actually 
contained a revised ending, in which 
Wesker miraculously escapes his 
encounter with the Tyrant, alive. On 
top of that, Wesker’s involvement in 
Resident Evil 4 is only truly explained 
by the ‘Separate Ways’ scenario 
that was made available in 
later editions of the game. 
And don’t forget the fact 
that Resident Evil: The 
Umbrella Chronicles also 
goes to significant length 
to increase Wesker’s 
involvement in Resident 
Evil 3. So, it took the 
Capcom team a while, but 
it seems that finally they 
appreciate Wesker 
just as much as the /Q\ 
rest of us. 
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Videogames continue 
to evolve at a faster 
rate than cinema ever 
has. Story is playing a 
moi’e important role 
ever, so how is 
the joh of the writer 
changing? Can writers 
keep up with the 
evolutionary process of 
a medium that seems 
to make technological 
leaps as often as 
games are released? 

More importantly, 
how has the writing 
process evolved from 
the halcyon days of 
videogaming? 


n the late-Nineties, writing 
hadn't really developed all that 
much,” reveals Bungie’s Joseph 
Staten, in-house writer on the 
Halo series and author of Halo: Combine 
Harvest "If you found a game that had good 
writing it was pretty rare, and it usually 
involved a lot of text, not a lot of voice. Those 
were the strong games for writing.” But then 
something happened and developers decided 
that games required Hollywood production 
values and an abundance of cinematics. "That 
meant that the writing quickly changed into 
something that was very much part of the 
game. You know, sometimes the writing was 
the game. And for many years (and I think 
we're still struggling with this) we've been 
trying to sort out exactly where the Hollywood 
model works for games and where it starts to 
break down.” 

One game that suits what Staten describes 
as the ‘Hollywood’ model is Free Radical’s 
forthcoming PlayStation 3 exclusive, Haze. 
While it shuns cut-scenes in favour of 
keeping everything in the point of view of 
main character Shane Carpenter, the game's 
budget and storyline hint at the gaming 
equivalent of a summer blockbuster. Rob 
Yescombe, Free Radical’s in-house writer, 
agrees with Staten on the evolution of games 
toward richer simulation at the cost of using 
our imaginations. "Back in the day, games 
felt better because we were forced to use our 
imaginations to fill in the gaps,” he states. 
"Now, graphical capabilities are at a stage 


where they look realistic enough for us not to 
bother engaging our imaginations, so we only 
see what’s on the screen. Games will never 
be able to compete with what people have 
in their heads, and yet in their current state 
that's exactly what we’re doing. 

As I get older,” the Haze writer continues, 

"I get less and less emotionally involved in 
the games I play, despite the fact I want to 
be more emotionally involved. I got a little 
bit emotional at the end of Snake Eater, 
but the last time I actually sobbed when a 
game ended was Dreamweb on the Amiga. 
That’s pretty telling.” That said, games 
asking less of their audience through leaps 
in graphical power is merely tangential to 
the real point of interest here: storytelling, 
and the ways in which games approach it. 
Titles like God Of War, Metal Gear Solid, 

Silent Hill, and countless others have been 
revered for storytelling - even if they follow 
the Hollywood model. Developers play with 
ways to tell story, like the Half-Life model of 
keeping things within the player character’s 
perspective. Valve’s series is one example, 
Yescombe’s Haze is another. Titles like 
BioShock become revered for many reasons 
- one of which is the almost indignant 
approach to the use of cut-scenes. 

“Cut-scenes are the devil,” muses 
Tom Jubert, writer for Black & White 2 and 
the recent Penumbra games on PC. "This 
is an interactive medium, so it doesn’t take 
a genius to point out why cut-scenes are 




IWV 


Halo 3 

Scene Extract 

An extract scene from one of the strongest 
character moments in Halo 3, when Master 
rmicf and the Arbiter attempt to rescue 
Johnson and kill the Prophet of Truth. 

100_miranda \ int. citadel - grand hall - sunset 

As the Chief and Arbiter enter the hah, Truth holds 
forth from floor-to-ceiling HOLOGRAPHIC TAPESTRIES. 

TRUTH 

My faithful! Stand firm! Though our enemies 
crowd around us, we tread the blessed path! 




They march forward, ignoring Truth’s diatribe, 
until the Chief sees something on one of the tapestries 
that stops him cold: a Brute Chieftain leading 
Johnson - arms twisted painfully behind his 
back - to Truth. 

The Chief dashes toward an ELEVATOR at the far 
end of the hall. As the Arbiter sprints to follow. 

TRUTH (CONT.) 

In a moment, I will light the rings ! 

And all who believe shall be saved! 

lOO.miranda \ int. citadel - elevator - CONTINUOUS 

As soon as they're in, the Chief slams the elevator’s 

activation switch. 

MIRANDA (RADIO) 

(concerned) 

Chief? How close are you? 

The Chief looks up. The shaft rises dozens of floors 
to a BRIGHT BUT DISTANT LIGHT. 

master chief 

Not close enough. 


lOO.miranda \ int. citadel - RELAY room - CONT. 

A vaulted FORERUNNER CATHEDRAL at the top of 
the shaft. 

Its long central aisle is broken into sections - a series 
of bridges and platforms lit by SEVEN MASSIVE 
HALO HOLOGRAMS. 

Each ring has a unique inner surface: one crawls 
with PHOSPHERESENCE from an unknown life form; 
another boils with VOLCANIC ACTIVITY - all hint at 
intentionally exotic test environments for 
Forerunner anti-Flood measures. 

But surprisingly, the hologram of the DESTROYED 
ALPHA HALO gleams as brightly as the rest... 

At the far end of the hall an ANTI-GRAV DAIS floats 
before a LARGE STAINED-GLASS WINDOW with a 
spectacular view of the center of the Ark. 

As the Brute Chieftain tries to force Johnson onto 
the dais, the Sergeant digs in his heels - 

brute chieftain 

(angry growl) 

The Brute holsters his SPIKE RIFLE and hammers 
a paw onto Johnson’s shoulder, dropping the 
Sergeant to his knees. 
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missing the point.” They may miss the point, 
but for developers they are also extremely 
easy to do and require less code. A bigger 
problem, it seems, is whether they are done 
well enough. "It’s terribly fashionable to give 
cut-scenes a hard time,” admits Yescombe. 
"Personally, I have no problem watching one 
so long as I'm being entertained. Interactivity 
is important, but I didn’t mind watching the 
cut-scenes in Metal Gear Solid because they 
were good. They entertained me”. 

Jubert is more vehement in his dislike 
of the technique, but he does see a point 
to them. "In terms of the maturity and 
progression of interactive entertainment, 

I’d banish the things to hell,” he states. 

“In all reality, though, they have their 
place for the time being. Until we properly 
master interactive camera angles, they do 
a great job of giving us cinematic action 
- see Fahrenheit or Heavy Rain for that. 
Meanwhile, comedy - at least the traditional 
kind - still seems to function best in a linear 
format. I wouldn’t change the cut-scenes in 
Giants: Citizen Kabuto for anything.” There's 
no ‘right way' to tell a story in games, it 
seems. But perhaps the reason people vilify 
cut-scenes relates to the constantly evolving 
nature of the medium. As Staten mentioned, 
the text-based games of old were replaced 
by titles with Hollywood delusions, and cut- 
scenes were a by-product of that approach. 
Yet while some games aren’t quick to 
shake their big-budget grandeur, have cut- 
scenes themselves served the purpose they 
originally had? 

For those who argue that cut-scenes 
serve a purpose by progressing a story, 
or, in the Devil May Cry mould, providing 
welcome respite from all the action, there 
are others who question whether a story has 
any purpose in games at all. id Software’s 
John Carmack, for example, famously 
stated that stories in games are about as 
important as stories in porn. So how does 
our panel of contributors feel about such 
comments? “Well, as someone who likes a 
good story in their porn, I have nothing but 
respect for John Carmack,” quips Staten. 
"But I don’t think we’re disagreeing about 
the importance of writing; we’re disagreeing 
about how front-and-centre that writing is in 
terms of the player's experience. 

I think it takes a special sort of person to 
look outside their discipline and understand 
the importance of story,” the Bungie writer 
continues, "I think Carmack is right, to 
a certain extent, story certainly isn’t as 
important as the gameplay, and more and 
more these days story is taking a backseat 
to the art. I think game writers really need to 
learn the importance of taking a backseat, 
and that their role is much more important 


in the support work that it does than out 
front, in the cinematic stuff. That stuff 
matters, it’s just not as important as making 
sure all the artists are working on the same 
page. That’s the most important thing. So, 
yeah, I agree with Carmack that at the end of 
the day it’s about everything else - it's about 
the cohesion between the parts.” 


really tough place to be as a writer, and as 
a game designer it’s really hard when you 
get writing that's sort of half-usable and half 
not. And you’re hoping the actor can make it 
work. That’s a really tough position to be in 
for both parties. I’m just glad that at Bungie, 
writing and even something that’s usually 
outsourced like music and sound design, is 
integrated into the Bungie process." 

As a freelance writer, how does Jubert 
feel about his role in game design? Is it a 
better practice to get writers in as soon as 
possible, or does it make little difference? "It 
varies hugely,” he reveals. “And it's always 
best to get someone involved as early as 
possible. There’s really no downside to 
getting someone in early, whereas bringing 
them in late can, and often does result in a 
tacked-on plot that really adds nothing to the 
game.” However, this 
does raise an interesting 
point: if videogame 
design is a fickle 
process full of trials 
and tribulations, does 
it actually matter if the 
writer comes in later in 
development? Evidently 
things change all the 
time during production, 
which surely means that 
the game's story must 
bend to accommodate 
those changes. An in- 
house writer, who can 
work on the script from 
beginning to end, can 
maintain consistency 
with their original vision. 
An obvious benefit. 

So isn’t this just a 
question of structure? 
Videogames should 
leave themselves 
malleable for any 
changes development may present, but if 
you lock a structure into place early, could 
that create problems? "Writing anything 
is made of two elements: structure and 
creativity," explains Yescombe. “Once you 
have a solid structure, the challenge is 
to see how creative you can be around it. 
Structure is easy to learn - there are dozens 
of books out there that hold some very 
useful tips.” 


Yescombe, who began working on the 
script for Haze before development actually 
started, agrees with Staten but offers a 
different take on Carmack’s comments: 
“Gameplay is definitely more important than 
writing,” he reveals, “but if your actions 
don’t have significance, then all you have 
is abstract fun. If you look at a game like 
Shenmue, you spend hours and hours trying 
desperately to have one round of Virtue 


Work done by the 
writers is essential 
to keeping a game 
development team i 
focused on the 
same go^. 


In terms of maturity and progression 
of interactive entertainment, I’d 
banish [the cut-scene] to hell 


Fighter with some Chinese dude, but it's the 
story that gives that fight meaning. You could 
just buy a copy of Virtua Fighter and play 
a hundred rounds, but it will never mean 
anything to you. With good writing, you can 
combine fun with emotional purpose which, 
for me, is a better experience.” 

As in-house writers, one of the problems 
supposedly plaguing writing for games is 
something that neither Staten nor Yescombe 
have faced. That is, hiring freelance writers 
to come and work on their games. However, 
it is something Staten is naturally aware 
of. “I know that writers are often seen as 
hired guns. They just come in for specific 
tasks, bang out a bunch of dialogue, write 
us a cinematic script, that kind of thing. I 
think it’s rare those situations pay off. It’s a 


However, both Yescombe and 

Staten are aware of problems that can 
arise from relying too much on structure. 
“What we’re learning, at least at Bungie, 
is how dangerous it can be to lock yourself 
into a story that relies on that sort of rigid 
structure versus progress,” he admits. “You 
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JOHNSON 

(pained grunt) 










Hi 

wL 


OTHER BRUTES gathered around 
the dais bark their approval. 

BRUTE CHORUS 

(mocking snaps and snarls) 

Raising his head defiantly, we see that one of 
Johnson’s eyes is SWOLLEN SHUT. 
BRUISES blotch his face and neck. 

The Brutes have worked him over. 

But they haven’t broken his spirit. 

JOHNSON 
(grinning) 

That the best you got? 

The Chieftain answers with a vicious, backhand 
strike. Johnson’s head snaps back 
then lolls between his shoulder blades. 

But as the Brute pulls Johnson roughly to his feet 

the Sergeant wrenches his head forward 

catching the Brute squarely on the chin. ’ 

BRUTE CHIEFTAIN 

(angry howl) 

rfow the Chieftain pummels Johnson mercilessly. I 
Punch after punch sends BLOOD flying from the - 
Sergeant’s nose and mouth. 

JOHNSON 
(between blows) 

Come on! Impress me! 

As the Chieftain draws back for a killing strike - 

TRUTH (O.C.) 

Stop, you imbecile! 

Turning away from a CONTROL PANEL 
atop the dais, more annoyed than angry - 

TRUTH 

He wants you to kill him. 

(pause) 

I’d prefer that you did not. 

JOHNSON 
(panting, to Truth) 

What’s the matter, big shot? 

Can’t start your own party? 

Truth signals the Chieftain with a lazy 
finger: position the meat. 

The Brute slams Johnson against the 
control-panel, and forces his hand toward a 
FORERUNNER GLYPH - a luminous 
floating button. 

Truth reluctantly arches his fingertips on the 
back of Johnson’s hand - as if he’s leery of 
catching a disease. Then he leans close 
to Johnson’s ear. 


truth 

I admit: I need your help. 

(pause) 

But that secret dies with all the rest. 

Johnson struggles. Truth presses down hard. 

right before the button Is pressed, we hear the 
ROAR OP APPROACHING THRUSTERS. 

Truth has a moment to look up before - 

RASH! A Pelican smashes through the window 
and swoops toward the dais in a HAIL OF 
MULTICOLORED GLASS. 

he Chieftain and Johnson roll away. Truth leaps 
from his throne a moment before it’s crushed 
by the Pelican’s nose. 

ANGLE - PELICAN 
The drop-ship grinds to a halt. Miranda 


leap s from the troop-bay 'SHOTGUN « 

raised and ready -into an OBSCURING 

CLOUD OF DUST. ^ 

MIRANDA ^ 

Johnson 1 ^ 

Suddenly, a Brute rises before her BL AM ! ( 

A single blast of buck-shot, and the 

Brute goes down. | 

Chambering another shell - 4 

MIRANDA ( 

Sound off! ^ 

JOHNSON (O.C.) | 

(coughing) 

Get out of here! I 

Through the dust, Miranda spots Johnson 

rising near the control panel. ^ 

MIRANDA a 

Not without you. ™ 

She hustles forward then stops. ® 

More Brutes have begun to stand. £ 

TRUTH (O.C.) 0 

You delay the inevitable . 

One of you will light the rings . w 

Miranda scans frantically for Trutlr # 

In a moment, she knows, all the ^ 

will be up. But she can’t spot the Prop 

through the swirling debris. £ 

TRUTH co co § 

You cannot hope to kill them all. 

A beat, then- 9 

MIRANDA % 

You’re right. ^ 

She aims her shotgun at Johnson’s chest. 

The Sergeant nods: if we re dead, 

we can’t hit the button. ^ 

JOHNSON ^ 

Doit. 

(pause) % 

Me. Then you. | 

But looking into Johnson’s eyes, 

Miranda hesitates. " 

JOHNSON ^ 

Now! ( 

Miranda hugs the shotgun to her shoulder... ( 

THWAP! THWAP! THWAP! 

Her body shudders as THREE SPIKE-BIFLE 
BOUNDS hammer into her back. 

The Commander falls, shotgun ^PP®g fr°ni h 
Angers, revealing Truth behind her. 

JOHNSON 

No! 

Truth drops the spike-rifle then rubs his 
trigger finger with disgust. Legs unsteady 
*££& ofmfrequent use, he steps awkwardly 
over Miranda’s lifeless body. 

TRUTH 

four forefathers wisely set aside them compassmn 
- steeled themselves for what needed to be do . 

(pause) 

I see now why they left you behind. 

The Brute Chieftain emerges torn the dust, and 
places Johnson in a vicious head-lock. 

TRUTH (CONT.) 

You were weak. And gods must be strong. 

This time, the servant needs 
no signal from his master. 

The Chieftain marches Johnson forward and 
SLAMS HIS FACE down onto the glyph. 


lose a level... heck, lose the last two levels 
of a game and you’re in big trouble if you've 
locked yourself into a structure." That is what 
happened with Halo 2. When Bungie realised 
it just didn’t have time to execute the final 
levels as well as it had hoped, there was little 
choice but to pull the final act and end on a 
cliffhanger. This final act went on to inform a 
large part of Halo 3, but ultimately resulted 
in one of the most anticlimactic finales in 
videogame history for its predecessor. 

This all goes to show that, white 
videogames continue to evolve faster than 
cinema ever did and in a shorter space of 
time, writers still have their work cut out for 
them. More than anything, however, it tells 
us that the perception of what a videogame 
writer is should evolve 
too. While the average 
gamer may assume 
that a writer is someone 
who just hammers out a 
script, Staten maintains 
there’s far more to his 
job than that. "The most 
important thing I learned 
from Halo 3, just from a 
writing point of view, is fv 

that the most important 
work you do as a games 
writer never gets seen 
by people who play the 
game. It’s the writing 
that happens to tell the 
team about what kind 
of game we’re all trying 

to make together. You 

end up writing lots and Tho mnQ 

lots and lots of things, ^ Ub 

word documents, script 3 - CfaiTl6S 

fragments, and bits of peopl© V 

dialogue, simply to get the 

team on the same page 
about the story. And really, that takes up the 
vast majority of your time as a games writer. 
That really is the challenge: being able to not 
just bang out a great cinematic script, but 
also to write things that really help the team 
come together around the story.” 

From looking at how writing was, and 
what it’s ultimately become, what can be 
said about the future of videogame writing? 
David Cage, writer and director of the 
critically acclaimed Fahrenheit and the 
upcoming Heavy Rain, stated in a recent 
interview exactly what he would like to see. 
“Five to ten years from now, we will see a 
new generation of narrative games based 
on emergent storytelling,” he states. Scripts 
won’t be written any more. The author will 
just specify characters, their personalities, a 
starting point for the story, and maybe some 


templates of narrative structures, and the 
story will be generated on-the-fly based on 
player’s actions and advanced characters' 
artificial intelligence.” Is that something 
our contributors wish to see happen? "If 
that happens within five to ten years, that’s 
an awesome thing,” says Jubert. ”1 think 
that truly emergent storytelling is really 
the Holy Grail for gaming, so yes, that 
would be a good thing.” The Holy Grail it 
may arguably be, but Jubert is also wary 
of the fundamental benefits for the craft. 
"On the flip side, I wouldn’t like to be in 
an industry quite as homogenised as one 
where characters and starting points are 
simply input into a system for the player to 
interact with. What's valuable or interesting 
about that?" 




The most important work you do as 
a games writer never gets seen by 
people who play the game 


The final word goes to Yescombe. "It’s 
called a tabletop role-playing game, and I 
was playing them 15 years ago,” he retorts. 
“The problem with transplanting them into 
a digital format is that the gamer is still 
limited by what the developer has chosen to 
make possible when making that Al. There 
isn't going to be some supercomputer that 
allows you to do anything - it’s just that 
you’ll have more options. Ultimately, if you 
want to wear red boots but the artist only 
made blue running shoes and pink heels, 
then once again you’re delivering an inferior 
product when compared to what that 
individual player’s imagination has decided 
to come up with on that specific day. Things 
will become more advanced, yes, but we’re 
not going to have Mr Data sitting 
under the TV for a while yet.” >3^ 
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THE AVERAGE 

Three of the numbers in a ten-point scale are of greater importance 
than the others: five, seven, and of course, ten. Some publications 
would fool you into believing that a 7/10 game is average, but that 
just doesn’t make sense to us. games™ reviews videogames on 
their entertainment value, and so any title that simply performs 
to an adequate standard will receive a 5/10. Simple. The elusive 
ten is reserved for games of incredible, irrefutable quality, but 
please be aware that a score of ten in no way professes to mean 
perfection. Perfection is an unattainable goal, and on a ten-point 
scale nothing should be unattainable. Again, simple. Our reviews 
are not a checklist of technical features with points knocked off for 
flaws, neither are they a PR-pressured fluff-fest: we'd never let that 
happen, and besides you’d smell it a mile off. And finally, the reviews 
you find within these pages are most certainly not statements of 
fact, they are the opinions of schooled, knowledgeable videogame 
journalists, designed to enlighten, inform, and engage. The gospel 
according to games™. 




ONLINE REVIEWS 

With online elements making up a greater portion of some 
gaming packages, a slight tweak in the way games are 
reviewed has come about. More online multiplayer modes 
are made available to us at review stage, so it’s only fair that 
these are taken into consideration where appropriate, and 
not ignored. After all, if the company in question deems them 
important enough to present at review stage, then we feel it 
unfair to purposely overlook them. This will also provide a fairer 
representation to you. In this way we can help identify, and not 
punish, titles with an online focus and only negligible solo play. 
In cases where valuable online components aren’t available for 
review, we’ll mark the Online Reviewed box with ‘No’ and will, 
if necessary, revisit the title once time has been spent with it 
online, so nobody misses out. When online elements are non- 
existent or inconsequential you'll find 'N/A' in the space. 



REVIEW SUPER SMASH BROS BRAWL NINTENDO Wii 


SUPER. SMASHING. GREAT. LET’S HAVE A 
LOOK AT HOW IT’S MEANT TO BE DONE 


Super Smash 
Bros Brawl* 


A Super Smash Bros Brawl may be 
the third in Nintendo's most divisive 
fighting franchise, butitalso happensto be 
the first that games™ has had the pleasure 
of reviewing. And what better opportunity 
to address some of the misconceptions 
surrounding the series? 

The greatest, most ill-informed 
assumption is that Super Smash Bros 
is nothing more than a button basher 
that would be ignored by the majority of 
gamers were it not for the roster of classic 
characters on board. The nostalgic line-up 
of combatants has definitely drawn a lot of 
attention to Smash Bros, but should the 
game really be dismissed for that reason? 
Of course not. 

Half the point of the Smash Bros 
titles is to celebrate the rich history of 
Nintendo gaming. Each iteration from N64 
to Wii represents a cross-section of the 
company's brand image in that moment 
of time. And with Kyoto's finest publisher 
currently in such an interesting state, 
there’s never been a better time to open 
a virtual museum of its history. Start up a 
random brawl at any time and you could 
find yourself neck deep in a kaleidoscopic 
soup of Nintendo iconography: the primitive 
Mr Game & Watch pumping bug spray into 
the face of Captain Olimar as they contend 
with the ever-changing Pictochat stage, all 
to the soundtrack of the Wii Shop Channel. 
Never has Nintendo's all-encompassing 
appeal and multi-faceted identity felt more 
apparent, and yet, instead of feeling as 
jarring as it sounds, it feels so right. 


DETAILS 


FORMAT: Nintendo Wii 
ORIGIN: Japan 
PUBLISHER: Nintendo/HAL 
DEVELOPER: Sora Ltd/Game Arts 
PRICE: $49.99 

RELEASE: TBA (US: Out Now) 

PLAYERS: 1-4 

ONLINE REVIEWED: Yes 


■S But what if you remove those memory- 
jogging sounds and images, would you be 
left with a hollow, unengaging experience? 
We like to think not. In fact, despite our 
adoration for the fan service on offer we'd 
go as far as to say that the gameplay is 
where Smash Bros shines the most. Far too 
many beat-’em-ups mistake complexity for 
depth these days, and by adding evermore 
complicated mechanics to their combat 
systems, they actually limit what is possible 
to all but the most studious gamers. Smash 




NEVER HAS NINTENDO’S ALL-ENCOMPASSING 


APPEAL AND MULTI-FACETED IDENTITY FELT 


MORE APPARENT AND YET SO RIGHT 


Right Pit is one of the most 
powerful newcomers. He has the 
reach of a swordsman, the ability 
to fly, and great defensive moves. 


Bros, however, is typical Nintendo: easy 
to learn, hard to master. The moves are 
simple to pull off and can be memorised in 
minutes, but because of the random nature 
of the brawls, it's not often what you do 
but how you do it that makes a difference 
between victory and defeat. Some fighting 
purists may scoff at the random items 
that appear, or the environmental effects 
of the stages, or the fact that jumping is 
so integral to the game, but all of these 
things play a part in ensuring that you 
always think on your feet. The skills you’ll 
need to master are so far removed from 
those of a traditional beat-’em-up that it 
probably has more in common with a turn- 
based strategy played out at I.OOOmph, or a 
deathmatch game that happens to be 2D. 


Above: As a HAL 
production, it’s not 
surprising that the 
cast of Kirby often 
steal the limelight 
from Mario and Link. 

Meta Knight and 
King Dedede feature 
heavily throughout The 
Subspace Emissary. 
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COMMUNITY-FEST 

a° The online side of Super Smash Bros Brawl is 
both accomplished and disappointing at the same 
time. There are some absolutely brilliant features 
throughout. However, their overall potential hasn’t 
quite been exploited to the fullest. Leave it to the fans 
to finish Nintendo’s job off. If you’re low on friends, 
why not head on over to wifi.duaiscreenradio.com, 
where you can trade Smash Bros friends codes with 
like-minded gamers. Any artistic types out there should 
also bookmark brawl.kakkoister.com, which is a handy 
browser-based image converter for Smash Bros’ in- 
built screenshot tool. These screens can only be read 
by a Nintendo Wii, but the software at Kakkoister will 
convert them to JPEGs and host them for all to see in 
an absorbing, bottomless gallery. 



Right: The stage builder is a versatile piece of kit 
that should provide an endless variety of levels. It’s a 
shame you can’t play them in an online match though. 
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GameCube-quality visuals. The detail can often be painstaking, 
right down to Bowser’s bloodshot eyeballs. 


The beauty of the game's combat can 
only partly be attributed to its depth, 
however. The speed and randomness of 
a standard brawl make for a chaotic but 
not uncontrollable two minutes when raw 
fun takes priority over competition. There’s 
real comedy to be found in the Final Smash 
moves - see Chef Kirby cooking all the 
other players in a pot - white the excitement 
of successfully riding the Dragoon into 
three other players, as they frantically try 
to avoid it, is enough to provoke giddy fits 
of laughter. Both the Final Smashes and 
the Dragoon are the two most significant 
additions to Brawl s combat and, along with 
fellow newcomer the Assist Trophies, their 
presence is one that adds much more fun to 
a game that was already very gratifying. 

Another piece of misinformation the 
Smash-haters might have you believe is 
that Super Smash Bros flounders without 
the support of the maximum number of 
players. And while this may have been 
true of the original N64 game, director 
Masahiro Sakurai has made every effort to 
improve the single-player experience with 
each sequel, and it’s hard to see him doing 
much better than this. 

Even without the multiplayer modes 
there's about 20-30 hours of good solo play 
to be found here before 
you resort to playing 
a basic brawl with 
bots taking the place 
of real people. The 
Subspace Emissary 
will be the starting 
point for most players 
and, despite some reports to the contrary, 
with a play time of around ten hours (more 
if you want to see every secret), it is one of 
the most complete single-player games 
on Wii. Taking the basic mechanics of the 
main game and bending them to fit a side- 
scrolling adventure is a masterstroke that 
has well and truly paid off. Playing through 


the whole game is a literal journey through 
the beautifully reinvented 2D backgrounds 
of Nintendo Land, recalling the nostalgic 
wonder of the NES/SNES days as well as 
being a great new platform adventure in 
its own right, complete with boss battles 
straight from the source material. The icing 
on the cake is the plethora of computer- 
generated cut-scenes that explain how all 
these radically different characters came 
together. There are some strange sights 
to be found in most videogames, but you 
haven’t seen anything until you witness 
Princesses Peach and Zelda sharing a nice 
cup of tea with Fox McCloud. 

■S Once The Subspace Emissary is 
completed, there are still the Events, a 
series of one-off challenges themed around 
specific games and characters. Then there's 
the return of Melee’s mini-games, the 
Multi-Man Brawl, Target Smash, and the 
ridiculously addictive Home-Run Contest. 
There’s also the return of Classic mode, 
a sequential group of 12 battles against 
variously tweaked characters. 

All of the above take up several hours 
of quality gameplay time and that's not 
even taking into account the extra 
unlockable modes and the Live Arcade- 
style achievements that 
reward the player with 
new characters, stages, 
Assist Trophies, and 
theme tunes. Some may 
say that drip-feeding the 
content is an artificial 
way of lengthening the 
game, but we’d rather look at it as a way 
of ensuring that there's always something 
new to work toward - a surprise around 
every corner. 

Judging Brawl without its multiplayer 
modes certainly proves a point: there is 
enough here to keep solo players engaged 
for weeks to come. But the fact is that 


ENHANCED 

IMPROVING ON THE ORIGINAL 

FULL HOUSE: This latest Smash Bros is so 
comprehensive that it’s hard to see how any more 
content could have been packed in. It’s the ultimate 
selection box of game-love. 
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FAQs 


Q. BEST CHARACTER? 

That's a matter of taste. Our 
most played is Bowser, but 
we also have a soft spot for 
Sonic and Wario. 

Q. CHEAPEST CHARACTER? 

That would be Cheapachu. 
His lightning-bolt attack is so 
annoying we may never play 
a Pokemon game again. 

Q. HARDEST TO MASTER? 

Definitely Captain Olimar. We 
don’t fully understand how 
he works but we suspect 
he's actually great once 
you're used to him. 


Below: Needless to say, 
the potential of the in- 
built screen grabber has 
facilitated mostly rude or 
suggestive imagery. We’ve 
seen enough provocative 
Zero Suit Samus shots to 
last a lifetime now. 


the core game was built with four 
players in mind and you'd be a fool 
not to seek those opponents out, either 
online or off. As a competitive game, Brawl 
soars. Admittedly, there are balancing 
issues - top-tier characters such as Ike 
and Pit can cause frustration - but there's 
not a single beat-'em-up ever made that 
doesn’t suffer such problems. Competitive 
edge is somewhat irrelevant though. As 
we've already argued, Smash Bros is as 
much about pure fun as competition, and 
when you get four players of any skill 
level together, it’s 
very difficult not to 
have a good time. It 
is worth pointing out, 
however, that a good 
set of controllers is 
a must if you require 
a fairly level playing 
field. Wii Remotes, Nunchuks, and Classic 
Controllers are all supported, but none 
quite feel as adequate as a good old- 
fashioned GameCube pad, so make sure 


you have as many as necessary if you want 
to keep your friends interested. 

Hop on the Nintendo Wi-Fi Connection 
and you'll find the most feature-packed 
online mode of any Wii game yet. But it’s 
not quite good enough, thereby being the 
only component to really let Super Smash 
Bros Brawl down. Ironically enough, it's 
also the one aspect of the game that 
doesn’t disprove a popular conception: that 
when it comes to the current generation’s 
online capabilities Wii is still lagging in 
third place. The online lobby is a small leap 
forward, allowing 
you to see who's 
currently playing 
Smash Bros and 
giving you the option 
of joining them, but it 
only works if they've 
started their own 
online game already. It’s impossible to 
see those who are just playing Brawl's 
offline modes - a serious flaw that is 
already being addressed by much smaller 



MISSING LINK 

WHAT WE WOULD CHANGE 

WORLD WIDE WOES: Online play works very 
well, but there are a few niggling issues - such as 
the poor lobbies and the lack of community - that 
really let the game down. 



TIMELINE HIGHLIGHTS 


THE BEST BITS IN THE GAME AND 
WHEN YOU CAN EXPECT TO SEE THEM 


C The amount of 
content is simply 
overwhelming. Best 
to get The Subspace 
Emissary out of the 
way first, we reckon. It's 
definitely the best way to 
ease yourself in. 


-The Subspace 
Emissary should be 
finished and you’ll still 
have loads to see and 
do. Fight online, create a 
level, tweak your music 
preferences, remember 
to eat and sleep. 


G Still going? Have you 
unlocked every last 
trophy, sticker, and 
stage? It's right about 
time to check out the 
Challenges sections 
for hints on how to 
earn them. 



THE SNAKE AND THE HEDGEHOG 


□8 The addition of Sonic the Hedgehog and Solid Snake to Smash Bros has 
turned out to be more successful than we ever imagined. The former is 
better realised than he’s been in well over a decade. Blisteringly fast, slick to 
control, and full of his trademark attitude - he’s a pleasure to play as. Snake 
equally fits his own style with a series of moves that promote stealth and 
long-distance attacks. His Smash Taunt, which brings up codec messages 
analysing his opponents, is an amusing addition that almost makes the game 
feel like a canonical Metal Gear title. Each of these characters is represented 
so well that we almost wish Sora would develop a sequel full of characters 
from all of gaming’s history. 


loo games 







Above: Kirby Air Ride may have flopped, but it redeems 
itself by providing Smash Bros Brawl with the Dragoon, 
one of the most fought-over power-ups in the game. 


Left: New Pork City is one of the most breathtaking 
new stages. Zoomed right out, it displays a huge 
amount of detaiL It’s also a tough stage to exploit. 


Left: Some of the Final 
Smashes experiment 
with perspective and 
control to brilliant effect, 
without compromising the 
manoeuvrability of the other 
players. Unless, of course, 
they’re supposed to. 



SUPER MARIO GALAXY 


SUPER SMASH 
BROS MELEE 



developers like Sumo Digital with its 
upcoming New International Track & Field 
(see the games™ preview on page 56]. 
That the actual platform holder isn't setting 
the standard here is unfortunate, not to 
mention embarrassing. 

■S The community features suffer from 
similar problems. The ability to share 
snapshots, replays, and custom stages 
is a brilliant feature, as forward-thinking 
as any of Hato 3 s Live components, but 
why should we have to register someone's 
Wii friend code as well as their Smash 
Bros friend code in order to do so? And 
what about the simpler online elements 
- the things we already know Wii is capable 
of? Why, for example, is there no online 
leaderboard for the high-score-chasing 
Home-Run Contest? 

Don't get us wrong. We're ultimately 
thankful for what Sora has achieved with 
Brawl s online play. It certainly beats having 
to play against bots, and receiving a brand 
new custom stage every morning is just 
the sort of thing we dreamed of when 



WiiConnect24 was announced. Still, there's 
a nagging sense that the infrastructure 
could have been a little more polished. And 
if this really is the last ever Smash Bros, 
as Sakurai has hinted, it would be an awful 
shame to leave this one chink in the game’s 
otherwise impenetrable armour. 

Online grumbles aside, there’s really 
little reason to be disappointed with Super 
Smash Bros Brawl. The wait for this one Wii 
game has been longer than any other, and 
the hype surrounding it equally as epic. The 
end product could so very easily have been 
crushed undertheweight of expectation, but 
it is testament to the work and effort behind 
this sequel that it meets and exceeds most 
of our desires. It's not a groundbreaking 
game, but it is definitely a lesson in how to 
make the perfect sequel. It's bigger - with 
more Nintendo references than the whole 
of Wikipedia - and it’s better, thanks to a 
series of additions and improvements that 
seem purposely designed to tackle those 
aforementioned misconceptions head on. 

It's not the best Nintendo game of all 
time, but thanks to the sheer amount of 
polished content packed within the disc, it 
is definitely the ultimate one. If you intend to 
buy this then you may as well buy a second 
Wii too because nothing else will have a 
chance of getting into the disc drive for 
several months to come. 

VERDI CT 9/10 

THE PERFECT SEQUEL. NOW LETS HAVE A PAL RELEASE 
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REVIEW VIKING: BATTLE FOR ASGARD XBOX 360 



THE ROAD TO HEL IS PAVED WITH GOOD INTENTIONS 


Viking: Battle For Asgard 


The Creative Assembly is here to save 
the hack-and-slash game from itself. 

For too Long the genre has been defined 
by the words that classify it - a gameplay 
philosophy that is so often translated into 
attack, attack, attack, that even classic series 
like Devil May Cry seem petrified to take 
significant steps forward. 

The genres that define and control modern 
gaming were established on technology 
that seems barbaric next to the hulking 
behemoths of today, and developers are 
realising that the barriers of convention that 
once confined them have evaporated due 
to the accelerating pace of progress. Every 
month brings more examples of studios 
blending genres in evermore coherent ways. 
First-person shooters with role-playing 
games; driving in an open world; MMOs with 
just about everything. With any luck, a future 
awaits us where the very concept of genre 
seems hopelessly archaic. 

The tale of The Creative Assembly’s Viking: 
Battle For Asgard can stand, in part, as 


DETAILS 


FORMAT: Xbox 360 
OTHER FORMATS: 
PlayStation 3 
ORIGIN: UK 
PUBLISHER: Sega 
DEVELOPER: 

The Creative Assembly 
PRICE: £49.99 
RELEASE: Out Now 
PLAYERS: 1 

ONLINE REVIEWED: N/A 


a cautionary one. Hack-and-slash games 
are rooted in an all-encompassing respect 
for gameplay, for combos, for lightning- 
fast reactions and dextrous fingers. Story, 
character, freedom, user-creation, and the 
myriad other qualities that define next- 
generation thinking have done little to alter 
this mindset, and the fan base remains as 
loyal and unfashionably hardcore as ever. 

■S Viking feels like a half-hearted challenge 
to the status quo. The Creative Assembly is 
best known for the intelligent and tactically 
engaging Total War series, and Viking's mix 
of brutal violence, open-world structure and 
massive battles seems a definite attempt 
to add some brains to all the brawn and 


technique. Of course, the danger in mixing so 
many traditionally disparate elements is that 
the gameplay will feel disjointed, unbalanced, 
or basic. Happily, The Creative Assembly has 
avoided the first of these pitfalls, but to varying 
degrees the other two have undermined its 
good intentions. 

The land of Asgard comprises three 
islands, which the game's hero, Skarin, must 
free from the control of the vengeful Hel, 
ruler of the underworld. These three islands 
inform Viking's basic structure: you are to 
liberate one island at a time, each one more 
diverse, epic, and populous with enemies 
than the last. The map offers you basic control 
over which mission to tackle first, though very 
often your objectives suggest a natural order 


LIKE SO MUCH IN VIKING, THE BATTLE SEQUENCES DISPLAY 
COMMENDABLE AMBITION AND TECHNICAL §RimANCEU 
EVERYWHERE EXCEPT IN THE GAMEPLAY 
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FAQs 


Q. HOW DO YOU 
EARN MAGIC? 

Every time you destroy 
an enemy, the body will 
disappear to leave a handful 
of red orbs. 

0. AND THOSE ARE MAGIC? 

Yes. They feed a power bar 
on screen that is depleted by 
using your magical Runes. 

Q. IS IT WORTH n? 

It certainly makes things 
easier, but like much of the 
combat it feels underfed. 





Health Farm Leystone 


Leystones allow you swift 
passage across great distances. 
Any Leystone you have found 
becomes a hub for such 
travel. 


* Return To Came 


* Mart on Brishtgam 


Below: The islands of Asgard are a seductive playground - large, diverse, 
beautiful, and alive with enemy forces. 



NOW, WHERE DID I PUT THOSE RUNES... 

oa The Rune is a staple of every fantasy 
game ever, and Viking: Battie For Asgard is no 
exception. You can purchase Runes that will 
charge your sword with the powers of fire, ice, 
or lightning, but the most important are Dragon 
Runes, which are usually the ultimate goal in 
one of each island’s quests. Once you have 
collected them you can summon the might 
of up to three dragons in the heat of battie, 
though the Runes usually only come into play 
as you complete each battle’s objectives. If a 
Cyclops stands between your armies and the 
Shaman, you can assume that you have to fell 
the creature - using increasingly aggravating 
QTEs - before you can call for reinforcements. 



- the key to unlock a gate for one mission 
is in the possession of an enemy general in 
another, whose location is only known to a 
traitor in another still, and so on. 

This may feel like handholding to more 
demanding players, but with a play-time 
in excess of 15 hours it seems churlish 
to ask that its lands be more difficult to 
navigate. Indeed, there were numerous 
occasions when, trudging across the vast 
beaches, fields, and mountains of Asgard, 
we found ourselves wishing for a horse. 
Strategically placed Leystones act as portals 
to transport Skarin across large distances, 
but very often your destination lies far afield 
of the nearest one, particularly on the third 
island. Fortunately, The Creative Assembly’s 
chunkier, more brutal 
take on Fable's twee art 
style makes Asgard an 
intriguing place to take 
a stroll. 

ml The surface, then, is 
hugely intriguing, with 
casual observers full of questions about 
the finer points of Viking's gameplay, but 
it is here that the game begins to come 
apart. The Creative Assembly has produced 
a work of epic sweeping ideas, but neglected 
to provide the sort of intricate detail that 
underpins the best of the hack-and-slash 
genre. Grand battles and sandboxes 
could be integral to the creation of future 
masterpieces, but Viking's combat is simply 
too basic to sustain a game that, for all its 
ambitions, is still defined by it. 

You can unlock new combos by paying 
money to the spirit of a long-dead warrior 
at the Battle Arena on each island. The 
simplistic, two-button hammering of 
the first island threatens to evolve into 
something far more complex and rewarding. 
However, the moment that could have 
elevated Viking from good to great never 
arrives. Virtually the entire game and every 


enemy can be defeated with two or three 
carefully selected combos, and the narrow 
selection of alternatives makes it difficult 
to find the motivation to experiment. There 
is some token magic, a handful of Nordic 
takes on grenades and throwing knives, and 
satisfyingly gruesome finishing moves, but 
the combat never rises above satisfactory 
- a telling reminder that, even with a remit 
to broaden the scope of the genre, hack-and- 
slash is so named for a reason. 

And so to the battle sequences. 
Spectacular feasts of violence, swarming with 
the movement of hundreds, if not thousands 
of warring soldiers. With at least one on each 
island, they act as the reward for your hours 
of diligent effort recruiting liberated soldiers 
for your cause. In each 
one the basic goal is 
to eliminate the enemy 
Shaman who will 
continue to resurrect 
legions of the undead 
until they are slain. 
Between Skarin and 
the Shaman, however, are giants, archers, 
and numerous other obstacles that create 
bottlenecks in the forward flow of your army. 

Whether you ignore these in a mad rush 
toward solitary glory, remove the threat using 
hand-to-hand combat, or resort to using 
Dragon Runes to rain fiery death from above 
is left up to you, but at no point did we 
feel the need to do all three, and that is 
a lesson for The Creative Assembly. Like 
so much in Viking, the battle sequences 
display commendable ambition and technical 
brilliance everywhere except in the gameplay. 
Too hardcore for the casuals and too casual 
for the hardcore, Viking is a good game with 
too many flaws to be considered great. Fans 
of Conan, however, have just received their 
Citizen Kane. 

VERDICT 7/10 

VIKING’S REACH EXCEEDS ITS GRASP 


MISSING LINK 

WHAT WE WOULD CHANGE 

OVER AND OVER: We guess Creative Assembly thought 
the intense, impressive battle sequences would alleviate 
the repetition that blights hack-and-slash games. In 
theory it works, but in practice Viking lacks variety. 
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REVIEW GOD OF WAR: CHAINS OF OLYMPUS PSP 


THREE GAMES TO THE GOOD. KRATOS CONTINUES TO SURPRISE 

God Of War: Chains Of Olympus 


Right: Given that Chains 
Of Olympus is a PSP game, 
Ready At Dawn has worked 
wonders with its graphics. 
There is little perceivable 
difference between this and 
the gorgeous PlayStation 2 
iterations. Quite stunning. 


There are exceptions to every rule. 

It's an immutable law of life and it 
makes this job so much harder. However 
many times we reiterate the same point, and 
regardless of the fervent sense of righteous 
belief that fuels it, eventually something will 
arrive that forces you to concede the opposite. 
That's why we spend so long crafting our 
rants, praise, and diatribes; if you have to eat 
your own words they’re better off being well 
chosen. Long ones simply taste better. 

Casting an objective eye back over the PSP 
reviews in our database, the same criticism 
seems to arise time and again: by trying, 
to fit a home console experience into the 
palm of your hand, developers seem to be 
missing the point of a handheld. The PSP has 
one analogue stick, yet developers continue 
to rely on gameplay normally designed for 
two, unfavourably highlighting deficiencies 
in the button layout. The games that keep it 
simple - LocoRoco, Every Extend Extra, and 
Lumines being prime examples - tend to 
reap the greatest rewards. 

■5 This is why we must curse Kratos, and 
condemn him to an eternity of suffering in 
the bowels of Hades. God Of War. Chains 
Of Olympus has played up to our sweeping 
generalisations, offering a nearly identical 
experience to that of its PS2 iterations. It has 
shoe horned its gameplay into the far less 
accommodating PSP, making the tactically 
vital evasive roll difficult to use, and failure 
in the series' trademark quick-time events a 
frustrating inevitability. But this is not why we 
curse him. Kratos must suffer for proving us 
wrong. Despite making so many of the same 
mistakes as other PSP releases, God Of War: 
Chains Of Olympus is impossible to dislike. In 
the end the good will out, and there is simply 
too much of it here to ignore. 

The game begins in predictable style. 
Within 15 minutes, Kratos is confronted by 
a Cyclops crashing through a reinforced 
wooden door, bloodstained club clasped in 
its giant fist. No sooner have you had the 
chance to register the size of your foe than 
a dragon - far larger and more terrifying 
- snatches the Cyclops in its monolithic teeth 
and swallows him whole. Ten minutes after 
that, Kratos is pounding a bearded warrior’s 
face into jelly with a treasure chest. Two 
minutes after that Kratos is taking time out 


DETAILS 


FORMAT: PSP 
ORIGIN: US 
PUBLISHER: Sony 
DEVELOPER: Ready At Dawn 
PRICE: £29.99 
RELEASE: Out Now 
PLAYERS: 1 

ONLINE REVIEWED: N/A 



Above: The first hour of Chains Of Olympus can feel like Ready At Dawn is merely going through a checklist of God Of War 
conventions, but the quality of the licence is such that you’re having far too much fun to even notice. 



GREAT, BUT IT STILL FEELS SOMEWHAT DILUTED 


HALLMARKS THAT MAKE GOD OF WAR SO 


r 




from the battle to pleasure nymphomaniac 
twin sisters on a bearskin rug. 

We'd be lying if we said we didn’t roll our 
eyes at the sheer calculated certainty of it 
all. Within half an hour Chains Of Olympus 
has ticked virtually every box on our 'Things 
We Expect From God Of War’ checklist, and 
for a frightening moment we were forced 
to consider that for the first time in this 
staggeringly brilliant franchise we are being 
offered a rote, by-the-numbers experience. 
Kratos is not a particularly forgiving individual 
- especially to those who curse him to an 


Right: The combat 
remains strong, 
particularly when 
you have collected 
all of the weapons 
available to Kratos. 
His shield allows 
you to collect energy 
thrown by certain 
enemies and deflect 
it back at them. 


■!» 
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HEAVENLY SWORD 



GOD OF WAR II 


FAQs 


Q. FIVE HOURS IS SHORT? 

True, but there are few games 
on PSP that grip like Chains 
Of Olympus. 

Q. ANY MOMENTS 
OF BOREDOM? 

Some of the puzzles can be a 
little too straightforward. 

Q. WHERE’S THE 
CHALLENGE? 

Funnily, other puzzles are so 
abstract that nothing less than 
luck will see you succeed. 



PLAYING THE STORY 

The greatness of Irrational Games’s BioShock was almost 
entirely attributable to the intelligent way that it fused the 
gamepiay and story so that each enhanced and advanced 
the other. The God Of War series has always kept its story 
for the cut-scenes - and very fine they are too - but there 
is one moment, late in the game, when Kratos is forced to 
make a choice between his own interests and those of all 
mankind. Going into too many details would inevitably spoil 
the surprise, but developer Ready At Dawn has crafted one 
of the most memorable moments in the history of the God Of 
War franchise. We can only hope for more creative leaps like 
this in the inevitable sequel. 



eternity of agony in Hades - but it is here that 
we must throw ourselves upon his mercy. 
Outside the intricacies of Greek mythology, 
the previous two God Of War games have 
taught us that we are in safe hands. The next 
hour of Chains Of Olympus laid every one of 
our doubts to rest, and from there it finds the 
sort of form rarely seen on any system, let 
alone a handheld and least of all PSP. Kratos, 
we were wrong to ever doubt you. 

■! The God Of War formula is incredibly 
strong, and Chains Of Olympus only serves 
to leave us wanting a third full sequel even 
more. Clearly, you can have too much of a 
good thing -and God Of Wans most definitely 
that - but the annals of 
mythology still contain 
much territory ripe 
for plundering, and 
the reappearance of 
the Titans in Chains 
Of Olympus suggests 
that they may play 
a significant role in any future games. 
Unfortunately, this adherence to formula 
can become a little too obvious, and the 
routine of fighting numerous waves of 
enemies, then solving a lever-based puzzle, 
then fighting more waves of enemies, then 
solving another lever-based puzzle, begins 
to grate during Kratos’s extended trawl 
through the temple of Helios. 

Many will question the game’s length, but 
the five hours of gamepiay here compare 


favourably with virtually everything else 
on the platform. Indeed, it is stature of an 
entirely different kind that presents Chains 
Of Olympus with its single most damaging 
flaw. As outlined previously, gamers have 
come to expect several things from the God 
Of War franchise, and chief among them is 
the sheer scale of the world around you. In 
Kratos’s Sparta everything is massive, from 
the statues and temples to the enemies you 
fight, and the PSP's diminutive screen cannot 
convey the sheer awe you felt standing before 
the Hydra or dodging the pounding fists of the 
Colossus of Rhodes. 

This is inherent in the hardware and 
hardly the fault of developer Ready At Dawn 
- which has given 
Chains Of Olympus the 
sort of visual sheen 
that we hardly thought 
possible on PSP - but 
unfortunately that is 
neither here nor there. 
As blissfully satisfied as 
we were by the game's final moments, we 
looked back over our time with Kratos with 
a measure of regret. Chains Of Olympus 
carries all the hallmarks that make God 
Of War so great, but it still feels somewhat 
diluted. Pay attention, Sony, the world needs 
God Of War III. 

VERDICT 8/10 

FOR PSP, ITS A MINOR MIRACLE 


MISSING LINK 

WHAT WE WOULD CHANGE 

SIZE IS EVERYTHING: We hate to criticise a game for 
something beyond its control, but the pleasure we derive 
from God Of War is rooted in its grandiosity. Ready At Dawn 
has done a fine job. but we were left wanting more. 
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REVIEW SINS OF A SOLAR EMPIRE PC 


THE NEXT GREAT THREAT 
TO EARTH’S FREE TIME 

Sins Of A 
Solar Empire 


A This industry is driven by invention; 
sometimes in the form of genuine 
innovation, but often as the mere illusion of 
fresh ideas. Strategy titles are particularly guilty 
of the latter, almost always claiming to include 
exciting new features but rarely offering anything 
that hasn't been seen before. RTS developers 
constantly boast about 'unprecedented size’ 
and ‘extraordinary unit numbers', but it could be 
argued that such feats are inevitable evolutions 
rather than anything that fundamentally 
changes how we play games. And so, with the 
words 'unrivalled scale' stamped across the 
box of Sins Of A Solar Empire, Ironclad’s space- 
fest could be another mediocre strategy game 
with unsubstantiated claims embossed into the 
packaging. It's anything but. 

This game’s greatest achievement is the 
merging of real-time strategy with the primary 
features of a 4X game (that’s explore, expand, 
exploit, exterminate). It isn't the first time these 
two separate sub-genres have been fused, but 
it is one of the few occasions when the result 
has been successful. Solar Empire doesn’t force 
players to choose between giant locales, depth 
of gameplay, and explosive real-time space 
battles, it simultaneously provides them all. So, 
while players are busy researching new facilities 
via the game’s sprawling technology trees, 
they can also wage spectacular war with their 
adversaries on the other side of the extensive 
map. This is possible due to two key factors. 
First, although you’ll always feel inundated 
with conflicts to resolve, planets to colonise, 
resources to gather and facilities to research, 
Solar Empire generally moves along at a gentle 
pace. And second, almost everything can be 
controlled effortlessly thanks to a handy sidebar 
that depicts your entire empire in symbol form. 

■5 This excellent interface - as well as the 
brilliant use of zoom - ensures players will be 
challenged by the various troubles of economy 
and fleet reinforcement without being swallowed 
by the vast expanse of space. Indeed, as much 
as size isn’t everything, it’s hard not to be 
overwhelmed by just how much can be going on 
at once. As the fog of war evaporates to reveal 
entire new solar systems, it’s possible to scroll 
out and gaze upon the relentless motion of a 


DETAILS 


FORMAT: PC 
ORIGIN: Canada 
PUBLISHER: 

Stardock Corporation 
DEVELOPER: Ironclad 
Games Corporation 
PRICE: $A9.99 
RELEASE: TBA 
(US: Out Now) 
PLAYERS: 1 
(2-10 Online) 

MINIMUM SPEC: Intel 
Pentium IV 1.8GHz or 
equivalent, 1GB RAM, 
3GB hard disc space, 
128MB 3D card. 

ONLINE REVIEWED: Yes 



Above: Although you can manage your fleets from a distance, it’s always enjoyable to zoom in 
and watch the action from close up. The visuals can’t compete with the best-looking RTS titles 
available, but they’re pretty impressive nonetheless. Right: The enemy Al can be very impressive, 
but it does have a tendency to cling onto a losing battle for far too long. Conversely, human 
opponents can often give in a little too early sometimes. 



□8 The tool bar that appears down the left-hand side of the screen is known 
as the Empire Tree and without it Sins Of A Solar Empire would be significantly 
worse off. This side panel lists every single planet and colony as well as the 
various units and structures that appear within their respective gravity wells. 

It ensures that players can not only control their facilities from wherever they 
are in the map, but also that units can be effectively managed at all times. 
Although you’ll want to zoom in and witness the action close up, this system 
guarantees that you needn’t do so in order to defeat the enemy. It’s one of the 
many features that helps Solar Empire stand out. 
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FAQs 


Q. IS THERE DIPLOMACY? 

Yes, but Sins Of A Solar Empire 
is not a game you can win by 
being peaceful. 

0. ACHIEVEMENTS? 

Yes, and these, as you would 
expect, are awarded when 
certain challenging conditions 
are met. 

0. ANYTHING ELSE? 

Sins Of A Solar Empire has a 
built-in map editor so expect to 
find lots of good-quality user- 
generated content online. 


galaxy at war. Multiple hundred-strong fleets 
clash; planets are exterminated by ruthless 
generals; and giant capital ships obliterate 
all who stand in their way. Scroll in, however, 
and you’ll see cruisers and frigates surge by 
in formation in a fashion 
that evokes many classic 
Star Wars scenes. It 
makes for such a glorious 
spectacle that you'll do 
well not to laugh, albeit 
in a cackling, maniacal 
way. Few other strategy 
games make you feel more powerful, more 
important, or more in control. 

Yet Sins Of A Solar Empire achieves all of 
this without the need for a strict solo-player 
campaign. Instead, space supremacy is fought 
across relatively unconnected skirmishes and 
not via a string of missions that convey a lengthy 
underlying plot. Naturally, some will bemoan 
the lack of any true back-story - certainly 
slightly more insight as to why Solar Empire's 
three factions are at war would be welcome 
- but as the larger scenarios can take longer to 
resolve than some games’ entire single-player 
modes this isn’t something that will concern 


the majority of gamers. Make no mistake, 
unless you’re fortunate enough to escape the 
typical responsibilities that drain most adults’ 
free time, Solar Empire's grandest conflicts 
can easily stretch out across an entire week. 

■S It’s inevitable then, 
that such a high level of 
commitment will put off 
most novice strategists. 
Granted, as new planets 
appear and whole 
solar systems open up, 
the promise of galaxy-wide domination will 
course through the veins of all but the most 
ardent pacifists, but again it’s easy to become 
overwhelmed. Perhaps the shallow tutorials 
and lack of a structured solo campaign are 
part responsible for this, but then there’s every 
chance that some gamers would find Solar 
Empire too much to handle regardless of the 
additional tutelage that Ironclad might have 
provided. Not all games can reach out to the 
masses, and through sheer size alone it’s clear 
that Solar Empire never once extends an arm. 

And accessibility isn’t the only aspect that 
is hit by the game’s colossal proportions, as 


FINGERPRINT 

WHAT MAKES THIS GAME UNIQUE 

SOLAR PANEL: The side bar gives gamers a great deal 
of control over all of their structures and units. 
MULTIPLAYER SAVE: Even in multiplayer you can 
save your game data and resume conflicts later. 


THE PROMISE OF GALAXY-WIDE DOMINATION! 
WILL COURSE THROUGH THE VEINS OF ALL BU 
THE MOST ARDENT PACIFISTS! . ; j. 



Above: With such a large area to uncover it’s important that you spend some time getting used 
to the camera. If you’ve ever played Supreme Commander, however, you should feel comfortable 
with the impressive zoom controls. Left: There’s little doubt that Sins Of A Solar Empire is one 
of the most addictive strategy titles we’ve played in a long time. 


multiplayer can occasionally suffer too. It is, 
like the rest of Solar Empire, a mostly fantastic 
experience, but even the ability to save the 
status of multiplayer contests doesn't change 
the fact that it’s hard to find anyone else with 
the time - and inclination - to see conflicts 
through to the end. This is especially true 
when it becomes clear that one player has 
the upper hand. After all, if you suspect that 
the balance of power has permanently shifted 
in your opponent's favour, would you want 
to carry on fighting for another three or four 
hours? Remember, it might be real-time, but 
it's nothing like Command & Conquer 3. 

Yet none of these grumbles detract massively 
from the epic challenge that gameplay provides 
- they are just warnings to the ill-prepared. 
Sins Of A Solar Empire is not a release that 
all gamers will be able to leap straight into, 
nor is it one that everyone will have the time 
to enjoy, but that doesn’t make it any less of 
an achievement. Nor, for that matter, does this 
prevent it from being one of the finer strategy 
releases of the last 12 months. 

VERDICT 8/10 

AN EXCEPTIONAL STRATEGY RELEASE 
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SV Q009 S V BETTER THAN 


REVIEW BANGAI-0 SPIRITS DS 


TREASURE RE-INVENTS THE 2D SHOOT-'EM-UP. AGAIN 

Bangai-0 Spirits * 


Below: The level editor is a key component. It’s easy to use and surprisingly 
detailed, and the sound-file method of sending and receiving edited stages 
provides a completely open platform for users around the world to exchange ideas. 


DETAILS 


FORMAT: DS 
ORIGIN: Japan 
PUBLISHER: ESP 
DEVELOPER: Treasure 
PRICE ¥4,800 
RELEASE TBA 
(Japan: Out Now) 
PLAYERS: 1-4 
ONLINE REVIEWED: N/A 


GEOMETRY WARS: 
GALAXIES 



A Treasure's great forte, aside from its 
dab sprite-programming hand, is its 
unpredictability. The first question you’re likely 
to ask on an initial run with Bangai-0 Spirits is, 
"Okay, but where’s the main game?" Pushing 
against the grain of traditional shoot-'em-up 
design, Spirits doesn't do story and it doesn't 
progress toward any sort of climax. It retains 
the eye-smacking pyrotechnics of Bangai-0 but 
rejects the N64/Dreamcast original’s hilarious 
plot and characters in favour of serving 160 
short-to-medium levels and the tools with 
which to make an infinite number of original 
stages. It has the shoot-'em-up construction- 
kit qualities of the Japan-only Dezaemon, and 
they're an intrinsic part of the package. 

There’s no order to Bangai-0 Spirits. 
It's virtual anarchy. You can tackle the 160, 
inappropriately named 'standard levels' in any 
order, so Treasure’s glorious design work 
is immediately on show. Some levels are 
better realised than others, but the bulk of 
the game is a cleverly planned rave inside a 
fireworks factory. Sometimes the DS fails to 
cope, chokes, and even involuntarily pauses. 
Perversely, this only succeeds in making the 
game seem even stronger - the software and 
Treasure’s ambition are beating the hardware 
into submission - and the slowdown never 
impacts on the action, scuppering control. 

There are differences between the gameplay 
models of Spirits and Bangai-O, but both have 
considerable strengths. In Spirits, you reflect 
incoming attacks and freeze the action to 
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guarantee survival. With the clever use of six 
weapons (two of which are selectable pre- 
game, Gunstar Heroes style), single-screen 
stages can often be completed in a matter of 
seconds, even after collecting space fruit for 
bonus points. Others 
are maze-like treks, 
culminating in boss 
fights, while some 
levels are nothing but 
boss battles. 

Contrarily opting for 
D-pad control during 
play, Spirits only facilitates stylus use in its level 
editor, which is easy to play with and presents 
endless possibilities for creative amateur-level 
designers. Players are encouraged to disperse 
their creations via a clever sound-file system. 
Already Treasure is offering additional content 
in MP3 format, which can be converted into 
playable levels. Give it some time and a cottage 
industry of Bangai-0 Spirits level-weavers will 
appear: it's refreshing to find a shoot-'em-up so 


embracing, open, and expansive. There are 
so many moments of pure mayhem-magic in 
play, and so many more still to be generated. 

The loud message from Bangai-0 Spirits 
is that Treasure loves you. This is a gamers' 
game and a gift for 
Treasure fans, replete 
with in-jokes and inspired 
references. Level 68, 
called 'New Super Marina 
Sisters’, shoots a hundred 
explosives at Nintendo (in 
a nice way); Level 1 18 is a 
Mr Driller homage entitled 'Hori Susumania’; 
Level 133 is the Irem-indebted 'P-Type' stage. 
There hasn't been such an assured and joyous 
celebration of videogames in a videogame 
since Jaleco's The Game Paradise surfaced 
in 1995, and there might not be another this 
decade. Treasure only knows. 

verdicl9/iq 

TREASURE’S IDIOSYNCRATIC APPROACH TO REDEVELOPING 


FINGERPRINT 

WHAT MAKES THIS GAME UNIQUE 

SOUNDS OF SCIENCE: The level editor found in 
Bangai-0 Spirits utilises an ingenious technique for 
storing user-designed stages as sound files. “Swap 
’em with your mates.” 



Above: There’s a strong puzzle vibe to Spirits. Even if you have the necessary weapons and 
are quick with your fingertips, the core 160 levels have been designed to make you think. 
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REVIEW ECHOCHROME PLAYSTATION 3 



Nintendo might have the casual 
sector sewn up, but more games of 
Echochrome's ilk could win the intellectual 
market (if such a demographic exists) 
for Sony. Echochrome's list of influences 

- Oscar Reutersvard, MC Escher, Jun Fujiki 

- is atypical. And the impression that great 
thinkers are responsible for the game 
carries through to its gameplay: the central 
anonymous character strikes a Rodin- 
inspired pose whenever pausing to allow 
you to evaluate a situation, while a string 
ensemble plays elegantly in the background. 
Echochrome is a game to play while supping 
Chateauneuf-du-Pape and discussing the 
issues (pronounced correctly, please) that 
were raised in Melvyn Bragg's In Our Time 
last Thursday. 

In practical terms the whole thing is 
about perspective, which you can change 
with the analogue stick, and using different 
perspectivestosimultaneouslyfind and forge 
routes for Echochrome's perpetual walker of 
a stickman to catch up with his shadows, 


DETAILS 


FORMAT: PlayStation 3 
OTHER FORMATS: PSP 
ORIGIN: Japan 
PUBLISHER: SCEI 
DEVELOPER: 

Sony Japan Studios 
PRICE: ¥1,800 
RELEASE: TBA 
(Japan: Out Now) 
PLAYERS: 1 

ONLINE REVIEWED: N/A 


PQ: PRACTICAL 
INTELLIGENCE QUOTIENT 



which are cast in a spread of locations about 
each stage. What you see is what you get, 
with ‘impossible constructions’ vital to the 
successful navigation of Echochrome's 
wilfutly difficult levels. 

There are 50 standard stages in the 
downloadable PSN version of events, but 
beyond the first half- 
dozen there are no easy 
levels. If there had been 
too many concessions 
to user-friendliness (in 
the guise of simplicity), 

Echochrome would not 
have been the success 
it is - because its great achievement is 
that it's a stubborn professor. There are 
times when you'll quit the game because 
there appears to be no solution to a stage 
- and the monochrome visual style inevitably 
imprints the most frustrating structures on 
your retinas. But you will return because 
every moment spent with Echochrome is a 
refined and edifying one. 


Unlike so many other brainteasing 
puzzle games, Echochrome is really a test 
of the player's experimentation and lateral 
thinking. On occasion it challenges dexterity, 
but only when a mishap has lead to your 
character jumping away from the hanging 
structure and falling into nothingness, which 
itself can be reversed 
and rotated to find a 
seemingly impossible 
landing point on the 
structure from which 
you just departed. As 
a consequence, just 
about anyone can 
play and enjoy Echochrome. Fans of twitch 
gameplay, on the other hand, will find little 
excitement here. But that is our only caveat. 
Taken as intended, as a thought-provoking 
illusion, Echochrome is excellent. 

VERDICT 8/10 

A DEEPLY ABSORBING CHALLENGE FOR GREY MAHER 


WORLDWIDE 

TAKING GAMING ONLINE 

INBOX ACTION: Additional user-created structures 
can be downloaded automatically via PSN. It’s also 
possible to send original levels to other users as 
messages with attachments. 
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SV 0003 SV WORSE THAN 


REVIEW THE HOUSE OF THE DEAD 2 & 3 RETURN Wii 



Below: games™ loves the HOTD dialogue, even if some gamers may find it cringe-worthy. It’s become commonplace 
to hear team members repeating select lines and attempting to imitate the characters’ appalling voices. 


WE'VE ALREADY TAKEN CARE OF G 

The House Of The Dead 2 & 3 Return 


DETAILS 


FORMAT: Wii 
ORIGIN: Japan 
PUBLISHER: Sega 
DEVELOPER: In-House 
PRICE £29.99 
RELEASE Out Now 
PLAYERS: 1-2 
ONLINE REVIEWED: N/A 


A Never mind the family-friendly 
pursuits of bowling and skiing, the 
Wii Remote has found its true calling: it's 
the perfect lightgun substitute. And if Link's 
Crossbow Training and Umbrella Chronicles 
didn't quite confirm this, then the release of 
Sega’s Ghost Squad crushed any remaining 
doubt. The latter currently ranks among 
games™’s favourite Wii titles, so the release 
of The House Of The Dead 2 & 3 Return has 
been met with anticipation. 

Still, the merits of this package were 
obvious from the day it was announced. 
Bar any catastrophic errors, which we can 
happily verify have not occurred, this was 
always going to be an enjoyable slice of coin- 
op history. The zombie-shooting series has 
proved popular for good reason and parts two 
and three are as joyous on Wii as we're sure 
many gamers remember them to be in the 
arcades. Slick reloads occur every time the 
Remote is pointed off screen and the aiming 


calibration is arguably the most accurate to 
appear in any Wii lightgun conversion yet. And 
thanks to the ageing visuals - House Of The 
Dead 2 is now a decade old - gameplay is as 
smooth as you would expect. 

Of course, the two titles’ various quirks are 
still present and correct, and these will likely 
determine if this collection will appeal to you. 
For a start, the spoken 
dialogue is appalling. 

From the flat, staccato 
delivery of House Of 
The Dead 2's opening 
line ("We’re meeting 
G over there") to the 
final gibberish that 
concludes House Of The Dead 3, this is a 
series cursed - or blessed, depending on your 
perspective - with a shoddy script and even 
worse voice acting. It’s important to note that 
while the second title offers a fairly dynamic 
system of alternative routes, the third feels 


fairly rigid by comparison, possessing neither 
the depth nor the variety of Ghost Squad, 
which is clearly the superior game. 

The changes made especially for this 
package are few and far between. House Of 
The Dead 2's Original mode, which allows for 
upgrades to health and ammo, was actually 
added to the 1999 Dreamcast release, and 
House Of The Dead 3 ‘ s 
Time Attack option had 
already surfaced in the 
Xbox version. The only 
real new additions come 
in the form of the gun 
sounds and rumbles 
emitted from the Wii 
Remote, and the Extreme mode that appears 
in House Of The Dead 3. 

Extreme mode quickens up the enemies 
and reduces the shotgun’s blast radius while 
removing the need to reload. It unlocks upon 
completion of both arcade games and goes 
some way toward expanding the life of the 
compilation. Ultimately though, without any 
truly essential extras, the only important 
question is whether you want to play these 
two classic shooters on your Wii? If so, then 
The House Of The Dead 2 & 3 Return is 
everything you'd expect - and little more. 
Dead good, but no Ghost Squad. 


ENHANCED 

IMPROVING ON THE ORIGINAL 

EXTREME MODE: A brand new challenge for HOTD 
fans, which unlocks with the completion of both 
arcade titles. Bear in mind, that the final bosses of 
both games will require a number of credits. 


VERDICT 7/10 

ANOTHER HIGHLY ENJOYABLE SEGA SHOOTER ON Wii 



RESIDENT EVIL THE 
UMBRELLA CHRONICLES 


GHOST SQUAD 
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REVIEW MARIO KART Wii Wii 
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OF THE PLAYER MAKE THIS FEEL LIKE ONE 
OF THE SLOWEST RACING GAMES EVER . . 


RENT A GHOST 

□B Although Nintendo didn’t 
actually make Mario Kart Wii 
available to play online, we 
were able to witness some of 
its capabilities - and it’s looking 
like a reasonably comprehensive 
set-up, especially for a Nintendo 
Wii game. The top times for 
each track are displayed on a 
globe in the form of several tiny 
Mii heads, and split into friend 
ranking, continental ranking, and 
worldwide ranking. Not only can 
you view replay data by selecting 
a Mii, but you can also download 
the data to race against a ghost 
rider. Certain challenges will 
be set by Nintendo, which can 
also be downloaded, with the 
best times ranked worldwide. 
You’ll also be able to add a Mario 
Kart Channel to your Wii’s main 
menu, which we’ll explore more 
thoroughly in our online review 
next month. 
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LOOK BACK: MARIO KART Wii | PREVIEW | ISSUE 64 | PAGE 52 




It’s unusual to see Miis 
lining up alongside 
various members of 
the Mushroom Kingdom 
- though you won’t 
get to see that happen 
immediately, as the 
option to race with your 
own avatar isn't unlocked 
until later in the game. 


WHEELIES, BIKES, STUNTS, POW BLOCKS... HAS NINTENDO 
OVERCOMPLICATED ITS MOST LOVED RACING SERIES? 


Mario Kart Wii 


Simplicity has always been Mario 
Kart’s speciality. The initial concept was 
gloriously straightforward: Nintendo pilfered 
its own mascot from his popular platforming 
pursuits, sat him behind the steering wheel of 
a go-kart, and one of gaming's most enduring 
franchises was born. No wonder many still 
consider that first SNES iteration to be the 
series high point. In 1993 Super Mario Kart was 
a game that relied on skill alone, with a set of 
tracks designed to within an inch of their lives. 
Tricky chicanes, fiendish short cuts, hops, leaps, 
boosts, and one of the most finely balanced sets 
of power ups gaming has ever known. 

Every entry since has added its own wrinkles 
to the formula: in theory adding to the appeal 
but instead detracting from the purity of 
that rudimentary conceit. Mario Kart 64 and 
GameCube's Double Dash!! remain divisive, the 
latter's twin-character kart mechanic adding 
little of note, its gameplay evolving ever further 
from the core racing and increasingly focusing 
on its combat aspect. This made for some 
frantic multiplayer games - four-player Double 
Dash!! on Baby Park, for example, can be 
mercilessly addictive - but seasoned gamers 
yearned for the Mario Kart of yore. 

Much like Super Circuit did on GBA, Mario 
Kart DS almost made up for the disappointment 
of the home console versions. In many ways, 


it felt like a Greatest Hits package, with its 
impressive selection of 16 'retro' tracks hand 
picking the best from earlierversions, alongside 
some tightly designed tracks of its own and an 
online mode. Sadly, if that handheld gem is 
Mario Kart's Greatest Hits, then Mario Kart 
Wii feels more like a collection of B-sides 
and rarities - only occasionally living up to its 
impressive heritage. 

Alarm bells will chime once the kart-select 
screen pops up. Each starting character - of 
which there are 12 - has a selection of three 
karts, each rated in categories of speed, 
weight, acceleration, handling, drift, off-road, 
and mini-turbo. Once the chariot is chosen, 
there's a further option 
for automatic or manual 
drift. The former means 
instant powersliding 
as you turn, the latter 
allows for a mini-turbo 
boost. Naturally you'll 
go forthe second option. 

Once you're on the track, those sirens will be 
wailing even louder. The opening Mushroom 
Cup begins with Luigi Circuit, which is not only 
far too similar to the GameCube track of the 
same name to be considered ‘new', but it's also 
incredibly wide. Even beginners will struggle to 
ever veer off-road. Meanwhile, the number of 


rival racers has been increased to 12, which 
may not seem like a problem. Indeed, in this 
first championship, if you're starting on 50cc 
mode, it isn't. 

■■ Yet starting on the game's lowest kart speed 
is likely to induce coma - the vast expanse 
of track either side of the player making this 
feel like one of the slowest racing games 
ever. No wonder Nintendo feels the need to 
provide multiple opportunities to pick up the 
pace. Mushrooms add a more pronounced 
boost effect, while slipstreaming, a useful tool 
in Mario Kart DS, sees ludicrous levels of 
acceleration. Chevrons to add further zip are 
commonplaceonthenew 
stages, and added to the 
16 ‘classic’ tracks. And 
then there's the stunts. 
There's an abundance 
of jumps, bumps, and 
on occasion even huge 
trackside ramps. Once 
your kart is airborne you can pull off a trick that 
will see your rider perform a grandstanding 
manoeuvre, which again results in a boost 
once your wheels return to the tarmac. 

The one occasion when this excessive need 
for speed feels justified is the new drifting 
system. Eschewed is the much-loathed 



FINGERPRINT 

WHAT MAKES THIS GAME UNIQUE 

STUNT KART RACER: The new tricks might 
seem extraneous, but they’re simple to pull off 
and give you a nice speed boost when you land. 
Useful for time-triallers. 




Left: While Mushroom 
Gorge’s giant, springy 
toadstools may seem 
original, they’re ultimately 
inconsequential - it’s 
quite hard to fall off, 
unless you’re hit by a 
shell or other item mid- 
bounce. However, lighter 
bikes can occasionally be 
shunted into the void by 
weightier karts. 


games™ 113 





FAQs 


A 'snaking' that bedevilled many an 
online game of Mario Kart DS, and in 
its place is a simpler version of the Double 
Dash!! powerslide, executed with a hop and a 
turn. As smoke from your kart's back wheels 
turns into a spark - first blue, then eventually 
red - you can emerge from a corner with a 
significant burst of speed. The time it takes for 
the sparks to appear effectively prevents any 
snaking attempts and transforms this method 
of cornering into a hugely effective risk-reward 
mechanic. 

It’s not the only highlight. The Wii Wheel, so 
heavily criticised in the run up to the game’s 
release, works surprisingly well. The shell 
for the Remote is chunky and solid, with a 
larger B-button at the reverse, which instigates 
your kart’s hop when starting a drift. With the 
Remote slotted neatly into place (and proving 
much easier to remove than when locked into 
the Wii Zapper casing], a hole in the left side 
allows players to aim the pointer at the screen 
for quick menu selection when not racing. 

Tricks are simple - simply flick the wheel 
up to start showboating. More importantly, 
turning has been calibrated perfectly. Far less 
sensitive than the hyperactive Excite Truck, 
your kart responds exactly as you feel it should, 
with sharper corners requiring a vigorous 
twist of the controller and gentler bends easily 
navigable with just a slight tilt. Meanwhile, the 
Remote can be taken out in an instant for the 
bikes you control in lOOcc mode - it doesn't 
feel quite right to control these with the wheel, 
and the lighter handling works just fine with the 
Remote on its own. 

■S Perhaps the biggest problem with the 
wheel is that you begin to wonder whether 
the game was designed around that control 
method. When you use it, the wider tracks 
and more forgiving design suddenly make 
more sense. The reduced need for absolute 
precision means that using a GameCube or 
Classic controller feels unnecessary. Though 
these control methods may help in Time Attack 
attempts they don't present an advantage 
in any other mode. In levelling the playing 
field, Nintendo may have inadvertently rid the 
series of its trump card - the simple navigation 
of the tracks themselves. Sure, the likes of 
Coconut Mall, with its several alternate routes, 
might lend itself well to timed runs, and DK’s 
Snowboard Cross and Wario's Gold Mine offer 
plenty of exploitable boost spots, but it's telling 
that some of the stages resemble Sonic Riders 
in needless, gimmick-laden complexity. One 
circuit even has what appears to be a direct 
lift from Donkey Kong Jet Racers - hardly a 
glowing recommendation. 

Sadly, things get worse before they get better. 
While the bikes may have been a controversial 


Q. WORST SOLO 
MARIO KART? 

We didn't hate Double Dash!! 
as much as some, so yes, 
this would probably take the 
wooden spoon. 

Q. BEST NEW TRACK? 

Koopa Cape, Maple Raceway, 
and Coconut Mall are among 
our favourites. 

Q. KARTS OR BIKES? 

Tradition be damned - four 
wheels good, two wheels 
better, we say. Particularly 
the Bullet Bike. 


Right: Wario’s Gold 
Mine is an early 
highlight. On a large 
enough TV, the large 
dips make it feel like 
a real roller coaster 
of a track. It also 
features one or two 
sharp bends on which 
you may actually need 
to brake - a rarity 
in this game. 




MARIO KART Wii FEELS LIKE A COLLECTION 


B-SIDES AND RARITIES, ONLY OCCASIONALLY 


LIVING UP TO ITS IMPRESSIVE HERITAGE 


inclusion, the game’s lOOcc mode feels like 
the perfect mix of racing, tricks, and power- 
up-based attacks. Unfortunately, 150cc serves 
only to make the game's shortcomings more 
obvious. 12 racers may mean more challenge, 
but it also means you’ll be on the receiving end 
of increasingly regular shell assaults. Three 
blue shells on one lap might seem unlikely, 
but it happens often enough to be more than a 
trivial annoyance. 

Similarly, the effectiveness of the new 
power-ups threatens to completely unbalance 
proceedings. The Mega Mushroom not 
only gives you a huge advantage, but also 
the recovery time for your victims is far too 
long. Bullet Bills allow for an on-rails boost 
through almost the entire pack, while the 
time limit on the Golden Mushroom has been 
increased to the extent that you can blast 
from last to first before its effect has worn off. 
The new Lightning Cloud is the only addition 
worth keeping for future games. Providing a 
temporary boost, you have to bump into a rival 
to pass it on before it can zap you into a speed- 
reducing spin. In multiplayer, this can make for 
quite an entertaining game of tag. 

mZ Talking of the multiplayer, there were yet 
more baffling design decisions present. In the 


Right In the opening 
Mushroom Cup, 
Toad’s Factory is 
the pick of the 
four circuits, with 
conveyor belts that 
cause serious slow 
down if you’re not 
careful. Throw in 
moving platforms 
and track-obscuring 
JCBs, and you have a 
hazardous, enjoyably 
tricky course. 
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Below: Moo Moo Meadows is another track that can barely qualify as new, 
particularly as the lack of trackside detail betrays its Nintendo 64 origins. 


THE BEST BITS IN THE GAME AND 
WHEN YOU CAN EXPECT TO SEE THEM 


O You'll either be 
uncomfortable with 
the myriad additions 
or marvelling at how 
enjoyable playing with 
the Wii Wheel is. The 
opening tracks are a 
gentle introduction. 


5 HOURS 


O50ccand lOOccare 
down, and players 
will now be swearing 
at the screen after 
another late defeat- 
by-blue-shell in 150cc 
mode. Never have Al 
opponents felt so unfair. 


■■ O Multiplayer is fantastic 
fun as usual, just don’t 
® v. expect too much from 
lfe the offline options. It's 
obvious that Nintendo 
B has put focus on Wi-Fi 
“3? multiplayer so online 
foes will surely be better. 


TIMELINE HIGHLIGHTS 


WHEELIE GREAT 



a° The new bikes appear in the game’s lOOcc 
mode, with karts returning alongside them in 
150cc. The only way to race with them in 50cc 
mode is to unlock the feature by completing 
every 50cc cup. There’s a smaller dead zone when 
turning the wheel (or tilting the controller) with 
the bikes, which makes cornering without braking 
that much simpler. They suffer slightly from their 
inability to produce the longer-lasting red spark 
boost, though an upward tilt of the controller 
performs a wheeiie, which is another way of 
gaining an additional speed injection. But while 
your front wheel is airborne, turning is severely 
compromised, so it’s only worth attempting on 
straights or the more gentle corners. 


version we played, Battle mode required 12 
competitors, meaning that offline play always 
saw eight Al racers join in - though it has now 
been announced that the option to disable these 
Al players is, in fact, present. We certainly hope 
this turns out to be the 
case. It seems Nintendo 
has been saving the best 
options for Mario Kart Wii s 
Wi-Fi multiplayer, which 
sadly wasn’t available to 
play as games™ went 
to press. Time will tell 
how much of an improvement comes from 
online play, but in the meantime we can’t help 
but be irritated by the poor treatment of the 
offline multiplayer gaming, which until now 
has provided most of Mario Kart's very best 
moments. And that’s before we mention the 
slight, albeit noticeable slow down in the split- 
screen mode. 

Indeed, Mario Kart Wii is hardly the most 
technically impressive title. In the main everything 
moves smoothly, but that’s at the expense of 
detail on either the character models or the 
tracks. Graphics have never been key to the 
series’ appeal, but it’s still disheartening to be 
presented with a game that looks worse than its 
home console predecessor. The musical score 
is equally forgettable, while the general menu 
presentation is half-hearted and lacklustre. 

It’s not often you can accuse a Nintendo 
first-party title of laziness, but that's exactly the 
situation we find ourselves in with Mario Kart 
Wii. With one or two notable exceptions, the 
new tracks are unremarkable, and the 16 retro 


stages are hardly among the series’ best - do 
we really need a total of three Bowser's Castle 
stages? The rubberbanding of your opponents 
seems more unacceptable than ever in a 
modern console game, while the excessive use 
of overpowered items 
becomes incredibly 
frustrating in the later 
stages of the solo game. 
In a word, it’s cheap. 
And though it may seem 
unfair to single out this 
iteration in particular 
when its forebears have suffered from similar 
issues, this time the core gameplay can’t quite 
make up for such problems - particularly so 
soon after such a comprehensive handheld 
version got it so right. 

And yet in the final analysis, it’s still Mario 
Kart. At its best - usually when three equally 
skilled players are involved - few multiplayer 
games can touch it. And when Nintendo's track 
designers get things right - the aforementioned 
Coconut Mall and the autumnal Maple Raceway 
both feel decidedly fresh and different - it's an 
absolute pleasure to play. Our disappointment 
with Mario Kart Wii stems only from our 
comparative joy at the games that preceded it. 
It might seem like the most complete Mario 
Kart experience yet, but in reaching for a wider 
audience, Nintendo may have lost sight of what 
made the series great in the first place. 

VERDICT 6/10 

A DISAPPOINTMENT 


MISSING LINK 

WHAT WE WOULD CHANGE 

ON THE WRONG TRACK: We’d almost certainly 
have picked a different selection of classic circuits. 
Trouble is. Mario Kart DS already has most of them. 
And no Block Fort in Battle mode? 
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REVIEW APOLLO JUSTICE: ACE ATTORNEY DS 


Below: Apollo Justice may be disappointing to Phoenix veterans, 
but we suspect that newcomers will be as enamoured with it as 
we were the first time around. It’s still a great game underneath, 
just not the reinvention we hoped for. 




Move 


Examine 


Above: With the superior power of DS, it’s frustrating to see the 
same old GBA backgrounds being used. There is some hand- 
drawn animation and 3D modelling in some of the cut-scenes, 
but the bulk of the game feels somewhat recycled. 



DETAILS 


FORMAT: DS 
ORIGIN: Japan 
PUBLISHER: Capcom 
DEVELOPER: In-House 
PRICE $29.99 
RELEASE 9 May 
(US: Out Now) 
PLAYERS: 1 
ONUNE REVIEWED: N/A 



HARVEY BIRDMAN: 

ATTODMCV AT I A\.) 


i Muumrt «mum. 

AND TRIBULATIONS 


CAPCOM'S PHOENIX RISES FROM THE ASHES, BUT WHERE'S THE TRANSFORMATION? 

Apollo Justice: Ace Attorney 


The Phoenix Wright: Ace Attorney 
trilogy has been one of Nintendo 
DS’s greatest success stories. A casually 
paced, non-violent game that suits the 
handheld’s demographic to a tee. But despite 
the popularity, the series' GBA roots have 
always prevented Wright from fully exploiting 
the handheld's potential. There has always 
been a feeling that the series is capable of 
much more, so when Capcom announced a 
DS-specific follow-up we couldn't help but 
imagine the greatest lawyer adventure yet. 

Sadly, it seems that our passion for the 
series led us to imagine a game far beyond 
that which Capcom intended. For in typical 
Street Fighter/ Resident Evil fashion, the 
developer has seen fit to rest on its laurels 
and produce an incremental update with only 
minor improvements. 

The fifth case of the first Phoenix Wright 
gave us a hint of what to expect from Apollo 
Justice, a small taster (we thought) of what 
was to come. But, in actual fact, that’s pretty 
much all that we should have expected. 
Evidence can be rotated and manipulated in 
3D and there are a few CSI-style investigative 
tools to be used in the field, but they don’t 


really add much to the gameplay. The most 
significant addition - and one that wasn't 
in that fifth case - is the ability to read 
the facial expressions 
and physical tics of 
witnesses, to pinpoint 
telltale signs that 

they're hiding the 

truth. It's a great new 
mechanic, much better 
than the Psyche Locks 
from the previous games, but can only be 
used at predetermined parts of the cases, 
which sets a restrictive limit on investigative 
freedom. Aside from these additions, Ace 
Attorney's gameplay remains mostly identical 
to the previous titles, and we have to admit 
that it’s all becoming a bit familiar. 

Whenever Ace Attorney has drifted toward 
over-familiarity before, it has made up for it 
by innovating in its storytelling. The utterly 
absorbing Trials And Tribulations, for example, 
added twist upon twist and plundered the 
back stories of its protagonists to deliver one 
of the most thrilling text adventures we’ve 
ever witnessed. Apollo Justice fails to pull 
off the same feat however. Aside from the 


mystery of why Phoenix Wright himself has 
lost his attorney licence in the seven-year gap 
between the two games, there’s little that truly 
engages the player. Part 
of the problem is that 
it’s just harder to like the 
new cast of characters. 
Apollo himself is okay, 
but he lacks Wright’s 
more subtle neuroses 
and is therefore less 
sympathetic. New prosecutor/rock star 
Klavier Gavin, meanwhile, is definitely the 
best character, although he lacks the depth 
of either Edgeworth or Godot. And the game 
as a whole suffers immeasurably from the 
absence of the bumbling Columbo-esque 
detective Gumshoe. 

Had Capcom put a little more effort into 
overhauling the gameplay and graphics, while 
also preserving the magic of the original cast, 
Apollo Justice would have been more than 
just another sequel. 

VERDICT 7/10 

AS GOOD AS BEFORE, BUT WE EXPECTED BETTER 



ENHANCED 

IMPROVING ON THE ORIGINAL 

NEW EVIDENCE: Slightly improved presentation and 
greater interaction with evidence offers more than 
the Phoenix Wright games but it’s not quite the giant 
leap we were expecting. 
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SV Q009 SV BETTER THAN 


REVIEW UEFA EURO 2008 XBOX 360 






FORMAT: Xbox 360 
OTHER FORMATS: 
PlayStation 3 
ORIGIN: US 
PUBLISHER: Electronic Arts 
DEVELOPER: In-House 
PRICE: £49.99 
RELEASE: 18 April 
PLAYERS: 1-4 
ONLINE REVIEWED: No 


MARIO STRIKERS: 
CHARGED FOOTBALL 




Yearly updates of long-running 
franchises very rarely set the 
gaming world on fire. Either minimally 
elevating the series or completely ruining it, 
they are a facet of the videogame industry 
that many would like to see extinguished. 
However, there is always an exception to this 
rule, and FIFA 08 was it. Taking Electronic 
Arts' footballing sim to new heights, it finally 
took on the then current king Pro Evolution 
Soccer and gave it a run for its money. 
Now, and even more surprisingly, the latest 
iteration - which isn't even a 'proper' one 
- is just as good. 

UEFA Euro 2008 takes the same format 
as the previous FIFA game, adds in some 
tweaks and produces what is arguably a 
better experience. Passing the ball feels 
a lot quicker; first-time shots are greatly 
improved although still far from what 
they should be; and the trick stick, one of 
the major problems from 2008, has been 
modified to perfection. 

A common complaint raised previously 
was trying to execute skills by holding down 
the left trigger, while 
using the right stick 
felt unresponsive and 
clumsy; it was easy to 
rely on a flick-and-hope 
method rather than to 
try and actually master 
it. Thankfully, Electronic 
Arts has fine-tuned the technique by making 
it far more receptive, allowing tricks to be 
pulled off at the right time and as they were 
initially intended. 

Various other additions such as the 
Captain Your Country mode, giving you the 


Above: It may break your heart to see such a score line, but with England’s recent form, it shouldn’t surprise you too much. 


IMPROVING ON ‘ 

PUSHING FORWARD: At its core, UEFA 2008 is 
essentially the same as FIFA but anyone who has put in 
significant time with its predecessor will be ecstatic with 
the minor yet essential adjustments. 


chance to work your 
way up to earn the right 
to lead your team, offer 
up a whole new dynamic to play and enhance 
the Be A Pro mode no end. Furthermore, 
trivial add-ons allowing you to control your 
players’ celebrations are enough to cement 
UEFA as a worthy extra to those who played 
and loved FIFA last year. 


Nevertheless, while accompaniments 
such as these are justification enough for 
long-time followers of the franchise, the 
lack of club teams and the focus on the 
European Championships do make this the 
shallower of the two in terms of depth. It's 
also disappointing that the excellent EA 
menu system has been replaced with a 
more generic, and to be brutally honest, 
boring alternative. 

Mind you, when all’s said and done, 
Electronic Arts has managed to fire yet 
another positive shot in the football sim 
battle. And although UEFA Euro 2008 will 
probably fail to sway the Pro Evolution 
Soccer addicts out there, this instalment 
remains a fantastic sign of things to come 
this summer. If FIFA can take even more 
strides in the right direction, there's a 
distinct possibility that Electronic Arts will 
win the war in the end. 


FIFA 08 


ANOTHER FIFA, ANOTHER TRIUMPH 

UEFA Euro 2008 


DETAILS 


Above: Be A Pro mode has gone through some minor changes and is all the better for it, 
especially as it ties in so well with the Captain Your Country mode. 


VERDI CT 8/10 

THE FRANCHISE ADVANCES IN THE RIGHT DIRECTION AGAIN 
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REVIEW FAMILY SKI Wii 


DECENT DAYS AND NIGHTS ON THE PISTE 

Family Ski 



DETAILS 


FORMAT: Wii 
ORIGIN: Japan 
PUBLISHER: 

Namco Bandai Games 
DEVELOPER: In-House 
PRICE: ¥6,800 
RELEASE: TBA 
(Japan: Out Now/ 

US: 20 May) 

PLAYERS: 1 -A 
ONLINE REVIEWED: N/A 


A As the most disruptive piece of home 
console hardware to appear in years, 
the Wii has inarguably signalled a significant 
change in the gaming climate. And yet its 

third-party developers have repeatedly tripped 
themselves up in their vain attempts to grab 
a slice of the mass-market pie. The likes 
of Cooking Mama and Carnival Games may 
have seen commercial success, but they're 
the exceptions that prove the rule - neither 
game finding favour with critics. Family Ski 
is a rare third-party title that understands the 
Wii audience perfectly, not only providing a 
gameplay experience that’s both accessible 
and enjoyable, but also one that can entertain 
hardened gamers as well as casual players? 

Family Ski is probably the closest Wii has 
come to that elusive Holy Grail - and its 
success in the East proves that Namco Bandai 
has perfected that tricky blend that has seemed 
unattainable to all but Nintendo itself. Indeed, 
at times it feels very close to a first-party title in 
spirit, if not quite in design or polish. 

As the name suggests, Family Ski is a 
game designed to be enjoyed by the whole 
family - though that’s not to say that the 
single-player experience is lacking. The player 
starts out by creating an avatar. There are 
a number of presets, split into categories 
like ’younger brother 

.nd older ss.er FINGERPRINT 


Above: Hold the C-button on the Nunchuk to bring your skis together to slow 
down, or nudge down on the analogue to skid to a halt. 


further emphasising the 
developer’s assertion 
that this is a game to 
be played with relatives. 

Alternatively, you can 
choose from any pre- 
existing Miis, before kitting them out and 
setting off down the slopes. 

Instead of a series of stages, the game’s 
single mountain is essentially a large free- 
roaming environment, featuring several 
different routes to the bottom, and a wealth of 
non-player characters with which to interact. 
The player starts off on one of the lower runs, 
and can either choose to simply potter around 
at their own pace, or chat to the NPCs dotted 
liberally around. Some simply offer a friendly 
word or two in conversation while others 
impart useful information. Other skiers are 
simply there to observe - or, more commonly, 
bump into - with overhead icons denoting their 
emotions. It’s enjoyable sometimes just to ski 
past a couple engaged in conversation, or 


WHAT MAKES THIS GAME UNIQUE 


WELL-BALANCED: Family Ski is the first 
third-party title to make use of Wii Fit's Balance 
Board. Although you can only lean left or right, it 
definitely adds to the experience. 



a trio racing each other 
- the game presents 
a convincing illusion of activity, even as the 
player is fairly idle. 

■■ Further skiers offer missions to complete 
- simply ski within range and a prompt will 
appear to press the A-button. Accept their 
task and you’ll be charged with anything from 
stopping within a small circle in a tight time 
limit to completing a certain number of body 
swerves along a downhill route before reaching 


Right: There’s a good 
sensation of speed 
down the steeper 
slopes, and the frame 
rate is very smooth. 
The game has a solid, 
simple visual style 
that should appeal to 
Wii Sports fans. 
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Left: Even at night, there are plenty of skiers on the slopes, though the village 
at the base is a little quieter. All these NPCs aren’t just an aesthetic touch; they 
really add to the feeling that you’re in a popular, friendly ski resort. 


Wii PLAY 




ENDLESS OCEAN 


FAQs 


0. BETTER TO BALANCE? 

Just about, though the controls 
are still great if you don’t own 
Wii Fit. 

0. SUITABLE FOR SENIORS? 

Controls aren't as simple as 
Wii Sports, but it starts off 
very easy. 

Q. A LASTING CHALLENGE? 

The 160 tasks will take you a 
while, and the multiplayer adds 
replay value. 



SAY CHEESE 

□8 One of the more unique features of Family Ski is the 
photography. Occasionally you’ll encounter someone 
on the slope who takes a picture of you in action, but 
away from the main mode, you can also get a photo 
of any of your created skiers in front of a selection of 
backgrounds. Plug a few controllers in, and everyone 
gets the opportunity to strike one of a huge variety 
of poses, using the D-pad to select from a number of 
wacky stances. Once you’re happy with your photo, you 
can take a quick snap and save it to your Wii’s message 
board, or even send it on to your friends. It’s a very 
minor addition, but a wholly welcome bit of mindless 
frivolity all the same. 



the finish. Others request fast-food delivery to 
a client some way down the mountain, while 
you may also be asked to find a particular 
individual among a school of lookalikes. The 
opening tasks are almost insultingly easy, but 
several are repeated with tighter time limits 
and stricter guidelines each time. For example, 
finishing a short stunt course with an S-rank 
will be too much for most casual players who 
have only recently learned the ropes. 

Although a glance at the manual suggests 
the controls are far too complex for a mass- 
market audience, when explained through 
the game's comprehensive tutorials they're 
both effective and intuitive. Swishing both 
controllers to the left and right turns your skier 
in the corresponding direction, while flicking 
them downward simultaneously pushes the 
poles into the snow, accelerating your progress 
downhill. Reaching top speed requires an 
outward rotation of both controllers before 
bringing them into the body - and immediately, 
the avatar does the same. Even the stunts are 
relatively straightforward - a world apart from 
55X Blur's divisively complicated uber-tricks. 

A simple flick of the Remote and/or 
the Nunchuk, or a sideways nudge of the 
analogue stick pulls off various manoeuvres 
and rotations - it may be all too easy to 
get a 1080, but landing it is a little trickier. 
Should you overbalance, alternately shaking 
both controllers will right your skier. It's all 
remarkably natural, arguably even more so 
when you replace the ski controls with the 
balance board. Here, both controllers simply 


act as the poles, while you lean left and right 
to zigzag down the slopes - it’s a pity you can’t 
tilt your body forward to accelerate, though it 
makes more sense to use your virtual poles 
rather than your imaginary skis to that effect. 

•2 Family Ski has an appealing aesthetic to 
accompany its terrific controls. Though close 
encounters with trees reveal some graphical 
comer cutting, carving through the snow 
presents plenty of visual joy. Whether it's the 
sense of a happy community conveyed by 
the densely populated mountain locales, or 
the simple pleasure of riding a ski-lift to the 
peak at night and looking down the piste 
while watching fireworks explode, there's no 
technical dazzle here, but the overall look is 
still very appealing. The sound effects also play 
their part: snatches of J-Pop burble merrily 
away as you approach the lift while soupcons 
of NPC chatter enhance the immersion. 

The game takes a slight tumble in the 
undeniable repetitiveness of its tasks - with 
160 to fulfil in the solo mode, most will tire 
before the end. At least it has the smooth, 
enjoyable multiplayer modes to fall back on, 
with plenty of races, slaloms and stunt runs 
to compete in. As a relaxing antidote to certain 
more stressful recent pursuits on Wii, Family 
Ski comes highly recommended - even if only 
to soothe the pain of yet another blue-shell- 
related defeat... 

VERDICT 7/10 

BRIGHT AND BREEZY. THIRD PARTIES. TAKE NOTE 
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REVIEW TURNING POINT: FALL OF LIBERTY XBOX 360 



IMAGINE A WORLD WHERE 
CALL OF DUTY DIDN'T HAPPEN 

Turning Point: 
Fall Of Liberty 


I Here's a juicy fact that will give you 
I something to put this quivering 
travesty's setting into perspective. The first 
rock-and-roll song to hit the Billboard Pop 
chart was Bill Haley & His Comets' Crazy 
Man, Crazy. It was a mighty popular tune 
back in 1953, the same year that, according 
to Spark Unlimited, Nazi Germany invaded 
the United States after chewing on Europe 
and Britain since 1939. Imagine early rock- 
and-roll-era America taking a full-on blitzkrieg 
and occupation and what it could do for your 
hectically broken first-person shooter. It would 
sure help it swing, right? You would, after all, be 
in danger of simply cranking out another poorly 
stitched VWVII game if you didn’t make the most 
of the Wehrmacht on Broadway storyline. So 
you start on this skyscraper, high above New 
York, when this self-important classical music 
starts playing, and from that point on everything 
falls apart - the city, the game... everything. 

The only way to get through Turning Point: 
Fall Of Liberty without feeling like you've truly 
wasted your life is to consider it a pleasure not 
unlike you'd get watching a movie with zero 
continuity and acting so porcine that it grunts. 
Do that and it’s a true ironic treat and will 
certainly help you deal with linear set design 
that creaks and shudders with cheapness, and 
a game that, overall, looks like it was designated 
for a sickly PS2. The alternate-history plot is 
never used for anything more than to explain 
why you're looking at the ruins of the Chrysler 
Building, or assaulting a heavily defended White 
House, with around four other men. None of 
which can shoot straight. Everybody is an idiot 
and the story is poorly told. 

■■ The first of three chapters ends with you 
escaping New York. How? By train. Obviously 
because the Luftwaffe is too busy strafing 
civilians into submission to notice a locomotive 
full of National Guard heading for the nation's 
capital. Ver are your papers?’ isn't an issue. 
Fade up from black: you’re in a townhouse 
watching Germans round up the usual 
suspects in the streets below. Time has passed, 
the occupation is in place, but when you climb 
over a block or scale a ladder, the third-person 


oB Whether you’re out on the city streets or fighting your way through 
the kitchens of the White House, you will be facing the same scripting 
where some explosions will block your retreat while others will open up 
solitary exits. A set number of enemies will attack you, and after slaying 
them and a door will open. It’s all incredibly retro to the point where you 
will witness German soldiers leaping from a scripted armoured personnel 
carrier directly into the path of your heavy machine-gun fire and dying like 
unfeasibly useless drowning marionettes. It’s as if you’re playing Data East’s 
Commando from way back in 1985. 


FORMAT: Xbox 360 
OTHER FORMATS: 

PC, PlayStation 3 
ORIGIN: UK 

PUBLISHER: Codemasters 
DEVELOPER: 

Spark Unlimited 
PRICE: £49.99 
RELEASE: Out Now 
PLAYERS: 1-8 
ONLINE REVIEWED: Yes 


Above: Isn’t there enough in the ‘Nazis in America’ story to keep the action out of 
London? Right: Guess which way you’re meant to be going. Below: If this is how German’s 
really attacked, you can be truly ashamed of yourself if you’re Polish. 


DETAILS 
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FAQs 


Q. CAN I SET EXPLOSIVES? 

Yes, in a pointless mini-game 
where coloured wires are wired 
by holding coloured buttons 
and twirling the analogue stick. 

Q. HOW WAS US BUSINESS 
WTTH GERMANY IN THE 
THIRTIES? 

It was good. IBM, for example, 
provided the computational 
machinery that helped count 
up the holocaust. 

Q.WHATSTHE 
HEAUU SYSTEM? 

Take cover and recharge, live to 
fight some more. 


view shows you still in your skyscraper gear. 
You never change your clothes, even after 
you’ve killed the President of the United 
States and have flown all the way to London, 
where you, a construction worker, parachute 
onto a Tower Bridge defended by docile 
Stormtroopers. Why? 

Because only you can 
destroy an atom bomb 
before the German’s 
have a chance to test it 
out, and they like to hide 
atom bombs on famous 
landmarks. And they're 
not just going to nuke Hull or Slough. The 
bomb is on its way back to zap New York via 
Zeppelin (despite the fact that these Nazis 
have jets] because, well, just because. You’ll 
fight in the Zeppelin too, and with - of all 
things - plenty of grenades flying around. It 
may as well be an aircraft hangar in space. 

It’s possible to witness over fourteen 
hundred deaths in Fail Of Liberty, each one 
unique in its description of what a marionette 
would look like if you watched it drown while 
a cruel puppeteer yanked on its strings. And 
it's not just the ragdoll that’s erratic: we saw 


one box float off like it had been kicked off the 
moon, and a German officer suddenly flew as 
if punched off a comet. There’s no consistency 
and you never know what you’re going to get, 
but at least the majority will die if you shoot 
them once, anywhere on their body, with 
a German rifle. Luckily, 
they’ll often stand still 
for the shot, or will run 
gleefully into sustained 
machine-gun fire. The 
only way the enemy ever 
gets the drop on you is 
when they spawn into 
your rear. You can watch them appear out of 
nowhere, gun at the ready. 

■S The Fifties setting has been used to 
‘Wolfenstein’ the weapon set, so there is 
what's effectively a minigun and a rocket 
launcher that can hold three rounds in a 
single load, but more impressively, there’s a 
sniper rifle that tells the locations of snipers, 
because holding it highlights enemy targeting 
laser beams common to the weapon. They, 
however, won’t see yours. If you find a rocket 
launcher, there will be a tank, blimp, or boat 


FINGERPRINT 

WHAT MAKES THIS GAME UNIQUE 

NAZIS ON BROADWAY: Finally, the Americans get 
a crack at the Hun on home soil. 

BUG HUNT BINGO: You can always play the game 
ironically and enjoy myriad guffaws. 


AS A CATALOGUE OF ALL THE ERRORS YOU CAN| 
EVER EXPECT TO SEE IN A CLUNKY FIRST-PERSON 
SHOOTER FALL OF LIBERTY EXCELS! • 





Above: Broken boxers wonder what Mark Ecko is doing in the Fifties. 


to destroy, and if you have a sniper rifle you’ll 
usually be pointed directly to where enemy 
snipers are. The is one basis for deciding 
which two weapons to carry with you: how 
much relevant ammunition is lying around. 
If you charge and grapple an enemy then 
you can select to kill, use them as a human 
shield, or smash them against or off their 
environment but it takes time. Time during 
which you can be shot at when all you need 
is to be able to perform a quick slam with a 
rifle butt, but with no first-person guffery. The 
human shield option is worthless. 

As a catalogue of all the errors you can 
ever expect to see in a clunky first-person 
shooter Fall Of Liberty excels and you could 
use it to amuse yourself playing Bug Hunt 
Bingo, but you’ll be calling ‘House!’ well 
before the end of the first chapter. Everything 
you have ever seen that degrades a modern 
FPS experience is present, and blatantly 
so. Perhaps the game really exists in an 
alternate timeline where game testers are 
killed at birth, Herod-style. 

VERDICT 3/10 

AS POOR AS IT GETS WITHOUT BEING TOTAliY BROKEN 
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REVIEWS 


DETAILS 


FORMAT: PSP 
OTHER FORMATS: 
PlayStation 2, PC, Wii 
ORIGIN: UK 
PUBLISHER: 
Oxygen Interactive 
DEVELOPER: In-House 
PRICE £24.99 
RELEASE Out Now 
PLAYERS: 1-4 
ONUNE REVIEWED: N/A 




CRAZY GOLF: ITS LIKE GOLF, EXCEPT WITHOUT 
THE RESPECT AND PGA TOURNAMENTS 

King Of Clubs 


Poor PSP is urgently in need of 
some platform-defining titles. 
- and it certainly found one in God Of 
War: Chains Of Olympus (see page 104). 
However, it's also managed to play host 
to some truly soulless and dull games. In 
this regard, King Of Clubs doesn’t do PSP 
any favours, instead highlighting just how 
much innovation is on offer elsewhere in 
the pioneering land of DS. 

Essentially, King Of Clubs is a crazy-golf 
sim set in a run-down amusement park. 
Players go through the motions of picking 
a golfing avatar from ten unoriginal wacky 
creations and then endeavouring to sink 
the ball in one of the game's 96 themed 
courses. These come in five different 
flavours ranging from Medieval to Egyptian, 
each tagged with cringe-worthy titles. Flail 
Me Now and The Urn-Possible Tomb are 
just the tip of the iceberg. 


The golfing action on offer in King Of 
Clubs is relatively straightforward. Choose 
a club, aim the shot, and select the power 
level. The only complication arises from the 
increasingly sporadic level design. Later 
courses see you navigating all manner of 
jumps and hazards, which represent a fair 
challenge. And the throwaway multiplayer 
may raise a smile the first time you taunt 
your opponent into a miss. 

Flowever, it’s probably for the best 
that King Of Clubs doesn’t take itself 
too seriously. It’s difficult to recommend 
something that is left redundant by so many 
and is painfully average on every level. A 
victim of its own mediocrity, King Of Clubs 
should be considered just below average. 

VERDICT 4/10 

DECIDEDLY UNDER PAR 


Below: Graphically, King Of Clubs is very bland. Quirky 
additions, such as changing the colour of your ball’s motion 
trail, won’t save it from obscurity. 




DETAILS 


FORMAT: DS 
ORIGIN: Japan 
PUBLISHER: Rising Star Games 
DEVELOPER: Hudson Soft 
PRICE £29.99 
RELEASE: Out Now 
PLAYERS: 1-8 
ONUNE REVIEWED: Yes 



HAS THIS GAME ACTUALLY CHANGED IN 25 YEARS? 

Bomberman Land Touch! 2 


Kangaroos, dinosaurs, and boxing 
gloves: just three items that have 
been spliced into the original 1983 
Bomberman formula. And in well over 30 
sequels trailing further additions, such as 
off-beat characters and the questionable 
implementation of a third dimension, has 
the dinky pyromaniac progressed beyond his 
origins? The answer, as you’ll see, is both yes 
and no, because Bomberman Land Touch! 2 
is essentially two games. 

Like the last instalment, this sequel 
emphasises story mode. Set in the now 
customary theme park, Bomberman Land 
Touch! 2 chronicles another adventure of the 
rainbow-centric Bomberman cast. Expect 
the usual sophistication of names, such as 
Cool Black and Cute Pink, as well as a cutesy 
graphical style identical to that of the previous 
title. The main adventure sees players taking 
part in over 40 mini-games, which, although 
entertaining, do nothing more innovative than 
what was on offer over three years ago in 
WarioWare: Touched! 


Below. The fact that bouts with friends are still intense 
and frenzied is testament to just how excellent the original 
Bomberman multiplayer is. It’s in the same league as Worms. 



Still, few will buy this for its redundant 
story; for most it's all about the classic 
battle mode. Interestingly, this is the same 
Bomberman Battle Pack 2 that was bundled 
with Bomberman Story DS last year, so those 
with either game can bomb each other into 
oblivion via the Nintendo Wi-Fi service. Plus, 
if you ever find yourself in a room with eight 
DSs and eight bored arsonists, you need only 
one cartridge in order to enjoy the delights of 
dual-screen eight-player Bomberman. 

And this highlights our real issue with 
the game. If you own any of the three 
previous Bomberman DS titles - or indeed 
any Bomberman game since the first SNES 
Super Bomberman - then the only new 
experiences on offer here are found in the 
mini-games and story. So, whether or not 
you’ll enjoy Bomberman Land Touch! 2 is 
subject to how much you want to play classic 
Bomberman again. 

VERracr 6/m 

MORE FIRE STARTER THAN APOCALYPSE NOW 
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REVIEW SEGA SUPERSTARS TENNIS XBOX 360 



Left: Ulala’s signature 
move is just one of many 
to raise an old-school 
chuckle before the 
drudgery recommences. 


DETAILS 


DON'T LOOK AT THE BAD, LOOK AT THE CUTE... 


FORMAT: Xbox 360 
OTHER FORMATS: PlayStation 3, 
Wii, DS, PlayStation 2 
ORIGIN: UK 
PUBUSHER: Sega 
DEVELOPER: Sumo Digital 
PRICE £49.99 
RELEASE Out Now 
PLAYERS: 1-4 
ONUNE REVIEWED: No 



RAYMAN 
RAVI NR RARRinS 


Sega Superstars Tennis 


Many members of the animal kingdom 
possess quite incredible abilities when 
faced with an imminent enough threat. The 

European green lizard, for instance, like many 
of its kind, will take the drastic measure of 
shedding its own tail when faced with danger. 
The detached limb simply writhes about in the 
turf, focusing whatever predator’s attention 
on areas less vulnerable than its juicy, flesh- 
covered abdomen. The reptile itself is then free 
to go on its merry way. Why document such an 
interesting yet seemingly pointless fact during 
the course of a videogame review, you might 
ask? Well, that’s exactly what Sega Superstars 
Tennis is doing. 

Faced with a ravenous public not exactly 
short of tennis titles to choose from, be they 
meticulous or pick-and-mix in nature, Sumo 
has simply borrowed as many warm feelings 
of nostalgia from Sega’s past to paper over 
various damaging cracks. To clarify, the single- 
player challenge is spread across a number of 
gaming series, most with dedicated courts and 
characters. Alongside your usual suspects, 
such as Sonic and Super Monkey Ball, sit 
one or two curve- balls, including Virtua Cop 


and Puyo Pop. Populating said game lobbies 
are a wealth of bite-sized gameplay morsels, 
including ‘normal’ tennis matches and what 
can best be described as ‘Virtua Tennis World 
Tour- style’ challenges, only ever so slightly 
more wacky. 

There’s nothing particularly offensive about 
this in theory, but there’s far too much trudging 
to be done before anything decent comes 
along. Take the House 
Of The Dead franchise, 
for example. You’d think 
there would be plenty 
of scope for imaginative 
escapades there. Sadly, 
the requirements for 
success range from ‘hit 
zombies’ through ‘hit more zombies' to 'hit 
big zombies’ until you're quite sick of the 
undead. It’s a similar story elsewhere. For 
every minute you spend tagging the streets 
of Tokyo, there’s an hour or so playing what’s 
essentially Breakout but without the depth. 
Then there’s the utterly facile Al. 

You see, nothing ever seems to get any 
more difficult, the opposition just finds 


that extra few per cent to add to their shot 
strength and speed of movement. Closing 
right up to the net is countered only with 
evermore frantic scuttling on the other side of 
the net - the lob function proving somewhat 
mysterious to your opposition. 

One area that does achieve a degree 
of success is the signature moves of your 
superstars. There are various themed effects, 
but most cover one of 
three areas: obscuring 
the view, curious ball 
movement, or altering 
your rival’s position. 
Nicely enough, none 
prove insurmountable, 
and the additional bonus 
received for survival turns the tables, creating 
palpable tension. This is a fact that fact will 
be appreciated when Sega Superstars Tennis 
is enjoyed in its only realistic natural habitat: 
between friends. 

VERDICT 5/10 

A DULL, SHORT-LIVED GRIND 



MISSING LINK 

WHAT WE WOULD CHANGE 

DRAWING BOARD: Not only are Sega’s mascots 
tired and overworked, but the sport they’re playing is 
too. Some more generic, Mario Parry-style mini-game 
outings might have been better suited. 
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REVIEW GUILTY GEAR XX ACCENT CORE Wii 


Below: Although not as precise as a good Arcade Stick or Saturn Pad, a GameCube or Classic Controller will see 
you through the intense fight with 1-No. A Steering Wheel is arguably preferable to the Wii Remote. 




DETAILS 


FORMAT: Wii 
OTHER FORMATS: 
PlayStation 2 
ORIGIN: Japan 
PUBUSHER: 505 Games 
DEVELOPER: 
Arc System Works 
PRICE £39.99 


AN UPDATE TO AN EXPANSION FOR A REVISION OF A SEQUEL 
WHAT'S NEXT? GUILTY GEAR GUNDAM XXTREME LEGENDS? 


Guilty Gear XX Accent Core 


RELEASE Out Now 
PLAYERS: 1-2 
ONUNE REVIEWED: N/A 



GUILTY GEAR 
XX #RELOAD 


GAROU: MARK 
OF THE WOLVES 



A Where would the 2D fighter scene 
be without the Guilty Gear series? 

When Guilty Gear X was released in arcades 
in 2000 it's combination of hi-res graphics, 
off-the-wall anime-styled characters, and 
frenzied gameplay injected new life into 
a perishing genre. But for a series that 
has barely changed in over five sequels/ 
revisions, to what extent can this minor 
update be considered essential to anyone 
other than a die-hard fan? 

Unless you’re a real 2D fighter aficionado, 
it might not instantly be obvious where Guilty 
Gear XX Accent Core fits into the series. 
The game is essentially the third revision of 
Guilty Gear XX after Guilty Gear XX # Reload 
and the Japan-only Guilty Gear XX Slash. 
Taking this into consideration you’d expect 
Accent Core to be one of the most balanced 
and tight 2D fighters around as Arc had 
three opportunities to iron out the broken 
mechanics. And you'd be right. This game 


is the most accomplished, but all the crazy 
characters are worth learning for their 
unique play styles. Just don’t expect much 
difference between this and the last game. 

Three new systems have been 
crammed into Accent Core's demanding 
repertoire, requiring 
experienced players 
to slightly rework their 
strategies. Slashback 
reduces block stun, 
providing a window for 
swift counter-attacks; 

Slip Throws allow you 
to escape annoying throw damage; and 
Force Breaks, which are similar to the EX 
moves in Third Strike, are probably the most 
significant addition, giving access to souped- 
up variations of the standard supers. This 
enhances the game’s offensive style when 
it’s important to keep the pressure on - and 
turtling rarely pays off. 


Although neither character can be 
considered entirely new - A.B.A starred in 
the broken Guilty Gear Isuka, and Order-Sol 
is only new outside Japan - both fit well into 
the roster. However, as a full-price game, 
the lack of original output means only the 
hardcore will consider 
this value for money. 

Interestingly, Arc 
System Works has added 
the ultimate handicap 
system via the, thankfully 
optional, implementation 
of the Remote and 
Nunchuk. If you’re having a few bouts 
with the essential Classic or GameCube 
pad, and your opponent pulls off a 20-win 
streak, replace their pad with a Remote 
and ask them to repeat the performance. If 
they consistently execute a Roman Cancel 
by pressing diagonally on the D-pad and 
swinging the Nunchuk at precisely the same 
time, check to make sure you haven’t left the 
Al playing by mistake. But as the Remote is 
entirely avoidable, and even has an amusing 
‘Accent Calories Burned Off rating at the 
end of each match, Arc cannot be damned 
for including it as an amusing alternative. 
Just don't expect to see any Remotes at the 
next Arcadia Cup Tournament. 


ENHANCED 

IMPROVING ON THE ORIGINAL 

SPEAK TO ME: All the character voices have been re- 
recorded to a high standard. 

OLD-SCHOOL: Like Street Fighter II Anniversary, any 
character can select their older GG and GGX play styles. 


VERDICT 7/10 

AN ACCOMPUSHED UPDATE BUT OVERDUE A PROPER SEQUEL 
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REVIEW SPACE INVADERS EXTREME DS 


DETAILS 


FORMAT: DS 
OTHER FORMATS: PSP 
ORIGIN: Japan 
PUBUSHER: Taito 
DEVELOPER: In-House 
PRICE ¥3,9A0 
RELEASE Q2 ’08 (Japan: Out Now) 
PLAYERS: 1-2 (1-2 Online) 
ONUNE REVIEWED: Yes 



A CLASSIC SHOOTER SOME 30 YEARS IN THE MAKING 

Space Invaders Extreme 


Three decades is a phenomenal 
length of time when in it comes to the 
endurance of a videogame franchise. Taito’s 
venerable arcade classic Space Invaders, 
however, has reached such a landmark, 
and the legendary Japanese developer is 
celebrating with the release of what might 
just be the best title in the series. 

Ignoring the staid, uniformed approach of 
many previous games in the Space Invaders 
franchise, Taito has injected Extreme with 
a fusion of sound and visuals that wouldn't 
look out of place in a Tetsuya Mizuguchi 
title. There are no dull waves of slowly 
approaching enemies, no bleepy bloopy 
sound effects, no simplistic scoring systems, 
just a dizzying blend of visuals and dynamic 
sound effects married with some of the 
best game mechanics ever to appear on a 
handheld shooter. 

Taito has obviously studied Namco's 
excellent Pac-Man Championship Edition, 
as both titles take a similar approach to 
satisfying both the casual market and those 
looking for more of a challenge. Invaders 
now attack in a vast array of waves that will 
prove more than an ample challenge for the 


average gamer but also gives those well 
versed with the genre plenty to sink their 
teeth into. Dig a little deeper into the game's 
gaudy exterior, however, and you'll discover 
an incredible set of score mechanics that 
may make your head spin. Even the most 
cynical shoot-’em-up fan will be whooping 
with delight. 

Shooting four invaders of the same colour 
causes a handy power-up to be dropped; 
shooting an enemy 
starts a chain, which 
constantly builds as 
long as you keep 
destroying enemies 
within a specific time 
period. Then there's 
the Rate meter to 
consider: this acts as a score multiplier 
and can be boosted five times. Activate it a 
sixth time, however, and you'll temporarily 
gain a 10X multiplier, which will potentially 
send your score sky high. But we're hardly 
scratching the surface here, as mini-games 
and one-off bonuses can also be unlocked by 
carefully shooting down waves of invaders in 
a specific order. 


Space Invaders Extreme's nearest 
contemporary is Ikaruga, but even Treasure's 
superb blaster is unable to match the sheer 
intricacy that Taito has managed to pack into 
this diminutive shooter. Add in the fact that 
the eclectic background tunes are subtly 
enhanced, Rez style, by destroying enemies 
and bullets and Extreme proves to be a highly 
stylised blaster that offers an experience 
sorely lacking in similar titles. 

The real beauty of 
Space Invaders Extreme, 
however, is that for all 
its new ideas and clever 
flourishes, it remains 
instantly recognisable 
to any gamer that has 
ever moved that classic 
ship left and right and watched, hypnotised, 
as those ever-approaching invaders slowly 
made their way down the screen. Perhaps 
that is Taito's biggest achievement of all. 


VERDICT 8/10 

A BRILUANT BLASTER FINDS THE PERFECT HANDHELD HOME 



WORLDWIDE 

TAKING GAMING ONLINE 

NINTENDO VS SONY: The DS version scores over 
and above its PSP counterpart when it comes to 
this legendary remake because it offers an online 
versus mode as well as a ranking mode. 


Below: While PSP boasts far better music, the DS offering is 
arguably the better version. Not only do we prefer its funkier 
visuals, but there’s also a great selection of extra modes, including 
several online ones that don’t appear on the Sony handheld. 




125 games 
















D3PUBLISHER' 




Dark Sector © 2008 Digital Extremes. London. Canada. Dark Sector and the Dark Sector logo are trademarks of Digital Extremes. Digital Extremes and the Digital Extremes logo are trademarks of 1085522 Ontario Ltd. 
ALL RIGHTS RESERVED. Published by D3 Inc. under license from Digital Extremes. All other trademarks are property of their respective owners. "PLAYSTATION'' and "PS3" are trademarks or registered trademarks of Sony 
Computer Entertainment Inc. Microsoft. Xbox. Xbox 360. Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies. All other trademarks, logos and copyrights are property of their respective owners. 



REMEMBER WHEN THIS WAS THE MOST 
COMPLICATED THING IN YOUR LIFE? 



THE UK'S ONLY MAGAZINE DEDICATED TO THE HALCYON DAYS OF GAMING 
-> HUGE GUIDETO CLASSIC HARDWARE AND GAMES 

-> EVERY RETRO FORMAT COVERED FROM ARCADE GREATS THROUGH TO 16-BIT HARDWARE 
EXCLUSIVE IN-DEPTH FEATURES ON THE RETRO CLASSICS YOU LOVE 
THE ONLY MAGAZINE THAT SPEAKS TO THE LEGENDS OF GAMES DEVELOPMENT 
THETRUE VOICE OFTHE RETROGAMING COMMUNITY 
-> YOUR HOME WILL NOT BEAT RISK IFYOU BUY THIS MAGAZINE 

TO SUBSCRIBE OR JOIN OUR FORUM GO TO: 

WWW.RETROGAMER.NET 
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CORE MEMORY 


ANECDOTES AND REFLECTIONS FROM ATARI VETERAN 
AND ET CODER HOWARD SCOTT WAR SHAW... 



I ATTENDED this year's 
Game Developers Conference 
recently, which reminded me of 
the old Consumer Electronics 
Shows, which reminded me of 
a classic Tod Frye story. . . 

It's a delightful evening with the crew as we gather 
for dinner after a long day of brainstorming ideas 
and examining competitive product. The festivities 
start with a round of drinks. And by "a round" I mean 
around several apiece for openers. We're having a 
good time when all of a sudden Tod (of 2600 Pac- 
Man ignominy) slams his glass down on the table, 
startling everyone, and yells: "T...I...D..." 

Everyone within a 50-foot radius is stunned, 
just staring at Tod, anticipating some manner of 
explanation (oft the case with this guy). Those at our 
table aren't as shocked since Tod is frequently given 
to such acronymatic ejaculations, albeit not usually 
so intense. However, we're no less curious since TID 
is not part of Tod's usual repertoire. Fortunately, we 
didn't have to wait long for clarification. Tod continued 
at full volume, "T. . .1. . .D. . .Tod. . .Is. . .Drunk." 


■■■ AFTER ABOUT three seconds of dead silence, 
our whole table starts laughing uproariously and the 
evening is officially 'on' in a fasten-your-seatbelts 
sort of way. We drank our way through dinner and 
after that it was time to retire to one of the hotel 


rooms for the kind of refreshment better consumed 
in a less public venue. The crew at this point 
consists of roughly ten, including programmers, 
managers, and one department director with an 
eye on becoming VR Let's call him 'Steve'. Steve 
is a funny guy when he lets himself go, and no one 
was doing anything this evening that was likely to 
increase inhibitions. 

Now, we're on the fifth floor of a very nice hotel and 
having a lovely time. Tod's out on the balcony doing 
his usual acrobatic horsing-around routine - which 
reminds me, I still need to tell you the 'sprinkler 
lobotomy' story. So Tod is messing around out there 
and we're all in here, trying to keep the smoke inside 
for discretion's sake. Then Tod decides to step it up 
a notch - another Tod predilection. He does so by 
jumping up on the railing of the balcony and doing a 
tightrope routine. Appreciate that he is pretty high (in 
every sense of the word) at this point and so is taking 
quite a gamble, and we're all equally elevated and 
so are sort of enjoying the show and only mildly 
contemplating some of the poorer outcomes only 
inches away. Tod is showboating and loving it and 
we're laughing and egging him on. And finally, Tod 
looks down over the balcony and says: "You know, 
this doesn't look so bad..." and then he jumps. 

That's right. He actually jumps off the fifth-floor 
balcony. In the down direction. We are suddenly 
stunned and speechless for the second time this 


Manic 

Mentors 


+ 


I WAS talking with some fellow 
videogame perennials about 
how things have changed. 

The industry has matured 
and so have many of its 
practitioners. Fortunately, there 
is a constant supply of new 
people coming in, who haven't 
had a chance to mature. For 
these newcomers there aren't 
as many bad influences to 
lead them astray as when we 
started. It's sad that the level 
of maturity has advanced to 
the point where there are no 
good bad-influencers like in 
the old days. However, after 
a few drinks we decided that 
there weren't really many 
manic mentors back then, 
it's just that we didn't need 
any encouragement in that 
area. We found solace in the 
knowledge that the kids of 
today are probably equally 
resourceful. This industry has 
always respected self-starters. 
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We're having a good time 

when all of a sudden Tod 



slams his glass down on the 
table, startling everyone 
and yells: "T...L..D... 



evening, only this time it carries a very strong 
"Holy shit!" component. Faces change. You 
could see some fright and worry and some 
empathy for poor Tod, and in at least one case 
- Steve's - there's that look of someone who 
has just seen his career dive off that balcony 
with Tod. Steve is the senior ranking officer 
there and he knows that at the inquest he will 
have to explain how, as manager of the group, 
he thought it wise to play along this far with the 
troops. After a few more moments of disbelief 
we rush over to the railing on the balcony and 
look down. Well. . . 

There's Tod looking right back up at us, 
laughing hysterically at some very scared and 
agonised expressions. It turns out there's a 
plaza level, with some lovely shrubberies, built 
out the back of the hotel on the fourth-floor 
level. So Tod has only really jumped a few 
yards, but he sold it like five floors and we all 
bought it. The dramatic dynamics were very 
intense though - something akin to all Atari 
activities. But the best is yet to come as Tod 
is still very wasted and wandering around 
the plaza, chortling beneath our flushed and 
relieved faces, when he decides it's time for a 
bathroom break. So he wanders over toward 
one of the bushes and proceeds to relieve 
himself right there. At this point, Steve, who 
hasn't said a word since Tod's first departure 
(and has only just started breathing again) puts 
on his voice of authority and creates one of the 
great (hitherto unpublished) moments in Atari 
history. He points a finger at Tod and yells out, 
"Tod. Stop! You can't do that in those bushes. 
We might have customers in there." 




■ Tod Frye, coder of Pac-Man 2600, using his head. 



■ Howard tries to do his best Wolverine impression, albeit upside down. 



■ Tod Frye's 2600 conversion of Pac-Man is derided as often as ET. 


HAS ANYTHING 

REALLY 

CHANGED? 



AT THE Game Developers 
Conference there were quite a 
few interesting technologies for 
motion capture for animation, 
and motion recognition for game 
control. They were very cool to 
see. Way back at the Consumer 
Electronics Show there were 
always the new peripherals 
and technologies to make 
development easier or new 
directions possible. It seems that 
every entertainment-orientated 
endeavour is split between 
content and tools, and the trade 
shows tend to highlight both 
at every opportunity. On some 
levels you could reasonably ask: 
has anything really changed? 
Than again, on other levels, you 
could reasonably answer: yes, it 
certainly has. 
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THIS MONTH IN 

retro 

GAMER 



ISSUE: 50 ON SALE: 24 April PRICE: £4.99 

HIGHLIGHTS: Retro Gamer celebrates a landmark issue in style this month. As well 
as the behind the scenes story of the magazine itself, you'll also find a wealth of Sega- 
related love. Dreamcast, the House Of The Dead series, and even Gunstar Heroes all 
feature heavily throughout the issue. 
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Seaa Saturn 

1 

Publisher: Seaa 

Develo 

Sonic Team 


BURNING 

RANGERS 

^Burning Rangers couldn't save Seaa's 
Saturn format from going up in flames, 
but that was only because the Rangers* 
arrival at the scene of the disaster was too 
late. We talk with firefighter extraordinaire 
Takao Miyoshi about a late Saturn classic 


KEY STAFF: 

Yuji Naka 
(producer) 
Naoto Oshima 
(director) 
Takao Miyoshi 
(game designer) 
Naofumi Hataya 
(sound) 

+ + 


■ IN AN ALTOGETHER more innocent age, 

■ ■ ■ now J ust out si (?ht i n the rear-view mirror - 
■ ■■■ the optimism-fuelled Nineties, when people 
still smiled in public - and with Sonic Team at the 
apex of its collective performance, the charismatic 
Burning Rangers were sent out to save lives in Game 
World. There was camaraderie and fire extinguishers, 
hell, they even had their own theme song. 

Blame it on the inexplicable cravings of Western 
gamers en masse or perhaps the global malaise 
felt in recent years, but it can seem as though 
games whose very reason for existing is to facilitate 
the desires of those who wish to terminate 
the existences of game characters (whether 
modelled on humans, aliens, or monsters) 
have never been more popular. Burning 
Rangers combined ambitious, forward- 
thinking, advanced technologies with 
the admirable notion of rewarding the 
preservation of in-game characters. It was 
a good kid, all right - one hundred per cent 
enthusiastic in embracing life and conveying 
a palpable sense of gratitude from NPC to 
Burning Ranger during memorable rescue scenes. 

Takao Miyoshi, now of Sega's Global Entertainment 
R&D 3 studio but a key designer at Sonic Team 
in 1997/1998, laments that things have changed. 
"I think that there are enough brutal, bloody games 
out there now. It would be good if more 'heart 
warming' game experiences were being produced.'' 

Little more than an anime-inspired sci-fi adventure, 
Burning Rangers revealed a surprising depth of 
character to those who respected its style and were 
prepared to dig beneath its surface. Crucial to its 
central tenet - when threatened, CONTINUED >. 


BURNING RANGERS 
FEATURED AMBITIOUS, 
FORWARD-THINKING 
TECHNOLOGIES 


BEHIND THE SCENES 


132 games 










■ Illlllllllllllllllllllllllllllllllllllllllll 

BBaBBaBBBaBBBaflaBaaBBaaBBBaBaaaBBBBaaaBBBaaaB 

■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■■a 

aaaaaaaaaBBaaaaaaaaaaaaaaaaaaaaaaaaaaaBBBaaaa 

BBBBBBBaBBBBBBBBBBBBBBBBaBBBBBBBBflBBBBBaBaBBB 


iii BEHIND THE SCENES BURNING RANGERS!: 




Posted bv: 

A I loved receiving mail from 
those you'd rescued once the 
rescue was over. 


Posted bv: 


[STAIR THOMAS 


A I loved this game. I played it 
at a time when I played every 
game to death, and this was no 
exception. I loved exploring the 
levels and trying different things 
on each playthrough. It was before 
its time. I think it's due for an 
update/remake, as a lot of people 
missed out first time around. 


Posted bv: 


ICRAYMEN EDGE 


A Burning Rangers was great 
fun and felt very innovative, but 
it was definitely hindered by the 
hardware. It would be great to 
see what a game like this would 
be like if made today now that 
developers have a few console 
generations' worth of experience 
at making 3D action games. 

Posted bv; 

nnwnwaw 

A Really, Sega should have just 
held onto it until the Dreamcast 
came out like it did with Shenmue. 
The Saturn was already on its last 
legs and the leap in power would 
have been hugely beneficial. 

Posted by: 


)LEADER30 


A Burning Rangers stands the 
test of time as one of the best 
and most original games ever 
made and is a unique gaming 
experience from start to finish. 

Posted bv: 


ilG MEAN BUNNY 


A Rangers was special as it came 
at a time when even the most 
fanatical Saturn fans had given 
up the fight. It may have had the 
usual Saturn issues, but I hadn't 
been as impressed by a game 
since Tomb Raider. 
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.S human lives should be saved and preserved at 
■■■■ any cost - was the Burning Rangers' collective 
lifesaving power, supplied with futuristic firefighting 
equipment. The sci-fi element of the game's story 
establishes the Burning Rangers as a group of Earth 
defenders, working against threats such as a massive 
spaceship on a collision course with the planet. 
In practice, this setting was used as a means of 
shoehorning firefighting heroes Shou Amabane, Big 
Landman, Lead Phoenix, and heroines Chris Parton, 
Iria Klein, and Tillis - the titular Burning Rangers 
team - into scenarios where fires and explosions 
were breaking out, buildings were collapsing and 
lives were being endangered. 

This was a deliberate ploy on Sonic Team's part, 
as Miyoshi explains: ''Our first inspiration came from 
the explosion and building destruction scenes of 
Hollywood movies. We just wanted to describe the 
heroism of lifesaving in that loud, explosive type of 
setting." Burning Rangers was the actualisation of that 
idea, a game driven by heroic acts and perpetuated 
by the thank-you notes of grateful survivors. 

"From our first concept draft," Miyoshi adds, 

"we had this idea of creating a game where, 
as the theme of Burning Rangers, the player 
would have to rescue people. As one aspect 
of that idea, we wanted to incorporate the 
excitement and image of typical Hollywood 
films in our game, and to do that we decided 
on a game style with heroic characters who 
would bravely negotiate explosions and fires 
in order to save lives." 

■■■ IRONICALLY - AND REGRETTABLY in light of 
the Saturn's incidental role in the ultimate demise 
of Sega as a hardware manufacturer - Burning 
Rangers' message of survival was issued too late 
in the 32-bit platform's lifetime for it to ever receive 
due gratitude from its host machine. Nine months 
to the day after Burning Rangers' Japanese release, 
Sega birthed Dreamcast. Saturn was left behind 
and Burning Rangers was largely forgotten before it 
even had a chance to properly establish its merits. 
Its plight was further hindered by the indifference of 
many Saturn owners at that late stage in the format's 
life, when third-party support had all but evaporated 
and even its staunchest supporters in print - most 
notably Emap's Official Sega Saturn Magazine - 
were about to be discontinued. 

However, Sonic Team's initial concept work on 
Burning Rangers began in the autumn of 1996 when 
the Saturn was still in with a realistic chance of 


■ Burning Rangers used transparency 
effects and lighting, which were 
rarities in the field of Saturn game 

development, to achieve some 

remarkably pretty infernos. 



IT WAS FORGOTTEN 
BEFORE IT HAD A 
CHANCE TO PROPERLY 
ESTABLISH ITS MERITS 


finishing higher than last (read: third) place 
in the 32-/64-bit console race. Development of 
Burning Rangers was swift, building on three- 
dimensional game production techniques learned 
during Sonic Team's work on NiGHTS, which was 
out of the door by May 1996. However, in retrospect 
it's easy to stamp the whole project as a misfortunate 
victim of bad timing. "From the initial planning stage 
to release, Burning Rangers took us about a year 
and a half," Miyoshi recalls, "although the actual 
development and coding was done in less than a 
year. There were 3 1 people on the team: three game 
planners, six programmers, twenty designers, and 
two sound producers." 

Prior to beginning work on the game proper, Sonic 
Team's programmers and designers took care to 
evaluate the potential for fire effects and explosion 
routines, which were crucial to the complete 
realisation of Burning Rangers 'design brief. Although 
obviously limited by the modest rendering capabilities 
of the Saturn hardware, Burning Rangers' blazes 
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Human's 1994 2D 
Super Famicom 
title The Firemen 
provided a clear 
example of the 
possibilities of 
team-based 
firefighting 
gameplay. 



Irem's PS2 survival- 
rescue crossover 
Zettai Zetsumei 
Toshi (aka SOS: 
The Final Escape) 
revisited Burning 
Rangers' themes 
in a more realistic 
environment. 




■ These character sketches 
can also be found on the official 
Burning Rangers website, which is 
amazingly now in its tenth year. 
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;-;;:;behind the scenes burning rangers 


We Are 
Burning 
Rangers 

WE ARE 
BURNING 
Rangers, 
included in 
the double 
jewel 
case of 

Burning Rangers' Japanese 
pressing, was a three-track 
three-inch CD containing 
the theme song, penned 
by Naofumi Hataya, along 
with cuts of opening theme 
Burning Rangers Angel Of 
Fire , and ending theme I Just 
Smile. The full soundtrack 
CD (sold separately) now 
fetches in excess of ¥12,000 
on the Japanese game CD 
market. This is either a clear 
indication of its scarcity or a 
consequence of the music's 
magical pop-jazz-gum power. 
To quote from the wisdom 
of We Are Burning Rangers: 
"They will never let you 
down / Max power Burning 
Rangers / Wow / Don't lose 
your hope now". 



THE GREAT STRENGTH 
OF THE SATURN 
HARDWARE WAS ITS 
SPRUE-PUSHING POWER 


retain a surprising degree of dramatic effect when 
seen today: blocky sprites are cleverly disguised 
with seemingly authentic patterns of movement, 
transparency and lighting effects, and the use of 
multiple tones of fire. 

Miyoshi explains the impetus that propelled 
development beyond the initial Burning Rangers 
concept: "We spent quite a lot of time during the 
testing phase just checking how far we would be able 
take the flame effects - how pretty we could make the 
game's fires. In the first test ROM we produced, we 
were able to achieve some quite beautiful fire effects, 
so we felt we could go with this idea." 

The great strength of the Saturn hardware 
was its sprite-pushing power, and only a 
handful of its 3D games - tellingly those 
produced in-house at Sega by its most 
talented teams - were technically proficient 
to the point of attracting envious looks from 
PlayStation and Nintendo 64 owners: Team 
Andromeda's work on the Panzer Dragoon 
series; AM3's mightily impressive Saturn 
conversions of Sega Rally Championship and 
Virtual ON; AM2's Fighters Megamix: and Sonic 
Team's NiGHTS Into Dreams and Burning Rangers 
all provided powerful examples of 3D gaming on a 
2D-orientated format. 

Miyoshi is rightly proud of his team's work with 
Burning Rangers, noting that few contemporary 
games, whether on the Saturn or on other platforms, 
were as ambitious. "At that time there were very 
few games that used polygons in three-dimensional 
spaces for acrobatic gameplay and permitted 
exploration. I think Burning Rangers was noteworthy 
in that it did both of these things." 

If anything though, Sonic Team was over-ambitious 
with its design work here. The frame rate was 
inconsistent, generally struggling to reach 30fps, and 
that did occasionally impact on control of the Rangers. 
As a result of frame rate issues and convoluted 
level layouts, Burning Rangers felt disorientating, 


/ even dizzying at times. By holding the Saturn 

controller's Y button, it was possible to stand still 
and take a 360-degree look around the environment 
- a welcome feature that enabled the player to 
regain a sense of direction. However, this facility 
could only ever provide brief respite and was 
rendered dangerous because of the constant threat 
of fire breaking out in the vicinity of a stationary 
Ranger. Exacerbating the situation was the absence 
of a map. Sonic Team made a conscious decision 
not to include such a feature - the payoff was 
spoken navigation assistance. 

■■■ INSTEAD OF OFFERING any visible 'You 
are here' style crutch, Sonic Team dispensed with 
years of adventure game tradition, replacing maps 
and diagrams with audible guidance from fellow 
Burning Rangers. Not only did this neatly emphasise 
the game's ethos of teamwork and support, but it 
also served to amplify the senses of tension and 
fear. Miyoshi elaborates: "We made a specific point 
of developing the game's sound - particularly the 
voice acting - and the audio navigation system in 
such a way that we could fully convey the sense of 
being in a 3D space, and of being caught up in a 
dramatic scenario." 

By pressing X or Z, the player's Ranger character 
was able to call other team members for help, 
receiving instant responses along the lines of 
'Keep on walking down that corridor and turn left 
at the end, but beware of flames bursting from 
the doorway'. This support was so important that 
Burning Rangers' first loading screen carried a 
reminder to warn players that the game featured 
an audio navigation system and was therefore best 
played with the sound on. 

In the final build of the game, professional 
voice actors played the roles of the Burning 
Rangers and those rescued by them 
(inevitably the Japanese cast and script generated 
a significantly more assured CONTINUED >. 




■ Takao Miyoshi remains at Sonic 
Team to this day and continues to 
. work on franchise titles. Perhaps 
he'll make a Burning Hangers 
sequel in the future. 



Level 2 is Takao Miyoshi s favourite. 
This stage takes place inside a vast 
aquarium complex in New Zealand. With 
children rescued and fires extinguished - 
all thanks to a bit of help from a dolphin, 
- end-of-level boss Undulatus is all that 
stands between the player and... Level 3. 
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Each stage features 
some intricate and 
visually astounding 
level design, with 
Sonic Team pulling out 
all the stops to create 
some incredible set 
pieces, the likes of 
which Saturn 
owners have never 
seen before 
Sega Saturn 
Magazine, Issue 29, 
March 1998 





B J performance than the dodgy translation and 
■■■■ English dub of the PAL release), but Sonic 
Team had to make do with its own placeholder 
sound files during development, as Miyoshi wryly 
reminisces. "We had a lot of fun with the alpha and 
beta versions of Burning Rangers, as we sampled 
our own voices for characters in those builds. It was 




really amusing to hear close friends and colleagues 
crying for help and saying things like, Thanks for 
rescuing me' and 'I'm still scared'." 

Rescuing the helpless was a significant aspect 
of the game, and Sonic Team made a point of 
emphasising the communication between the 
Burning Rangers and the beneficiaries of their 
lifesaving services, where those rescued would write 
notes of gratitude and send passwords - which 
could be used to unlock special game features - as 
virtual presents. Miyoshi's favourite aspect of Burning 
Rangers is the correspondence between these two 
parties: "I really like the fact that you receive emails 
from the people you've rescued, and also the way 
things are set up randomly so that you can receive 
passwords after rescuing 'rare' victims." Among 
those to be rescued were Sonic Team leaders Yuji 
Naka and Naoto Oshima, and soundtrack composer 
Naofumi Hataya. 

The music employed in Burning Rangers 
was in many ways typical of mid-Nineties 
Japanese anime soundtracks: bursting 
with positive thoughts (see We Are Burning 
Rangers) and overloaded with synthpop 
flourishes. "Naofumi Hataya composed his 
music to suit the overall game concept," 

Miyoshi reveals. "Rather than writing 
pieces in reaction to specific scenarios. The 
soundtrack was actually re-written several 
times during the development of Burning Rangers, so 
the audio work gradually began to evolve alongside 
the team's production of the game itself." 

■■■ OTHER NOTABLE FEATURES of Burning 
Rangers included the game's use of colour coding to 
explain the severity of individual situations, whereby 
the status of doors (ranging from accessible, 
inaccessible and requiring a switch to be hit to 
open them, and locked) could be ascertained with 
a glance at the colour of the doorway - with blue, 
yellow, or red each signifying something 
to the player. Similarly, the strength of 
fires was linked to the colour of the 


■ A basic training mode prior 
to Level 1 ensured that the play, 
mastered the unusual controls and acrobatic 
character movement before entering red-hot 
danger zones. The lectures here were fully voiced, 
setting a precedent for the rest of the game. 


THE MUSIC WAS 
TYPICAL OF MID- 
NINETIES JAPANESE 
ANIME SOUNDTRACKS 


each of the Burning Rangers could jump (and 
boost in mid-air to perform a double-jump) in 
order to scale higher locations. 

Despite this, Sonic Team had gameplay ideas to 
spare once the final Burning Rangers ROM had been 
sent to the disc-pressing factory. A combination of 
time restraints and hardware limitations meant that 
some promising features were ultimately impossible 
to work into the game. "We really wanted to include 
more set pieces that showed the teamwork of the 
Burning Rangers," Miyoshi admits. "For example, 
in one scene where Shou was trapped in a small 
room, we were planning to suddenly give 
the player control of Big Landman, who 
would have needed to enter the room 


flames (orange, blue, green, or pink), 
and areas where heat was building up in 
or behind walls were likewise described 
in various tones according to the level of 
danger presented. 

Control of the Burning Rangers was, 
as Miyoshi puts it, "Acrobatic". A quick 
tap of down on the D-pad/analogue 
pad (see Analogue X Digital) worked to create a 
nifty backward somersault, for example, which was 
endlessly useful in escaping from sudden bursts of 
flames. Interestingly, Burning Rangers pre-empted 
Ocarina Of Time's automatic jumping system to 
remove the danger of accidentally falling through 
small- to medium-sized gaps in the flooring, although 


from an adjacent area by destroying 
the wall between him and Shou, and 
then Big would have secured an escape 
route for Shou. We wanted to include a 
system where brief side stories such as 
this would be collected." 

In the end, as it contained only four 
levels, Burning Rangers drew parallels 
with NiGHTS for its assumed brevity. But the notion 
that Burning Rangers and NiGHTS failed to offer 
a sufficient volume of gameplay is quite ludicrous 
- both games could be replayed in imaginative 
and interesting ways, and both used lettered 
grading systems to provide clear incentives for self- 
improvement. Burning Rangers even went so far as 


TAKAO MIYOSHI 
Game Designer 
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■ ■ Burning Rangers was fully compatible with 
I the Saturn's '3D' analogue controller, but Sonic 
Team's priority in development was to calibrate 
the game for effective control with the standard 
(digital) Saturn pad. The game still 
plays better with analogue control. 



to offer a random level generator upon defeating 
its final boss, remixing its four basic levels with a 
seemingly endless variety of layout alterations and 
random positioning of victims and level furniture. 

■■■ WE ASK MIYOSHI which stage he was most 
pleased with. "The offshore facility stage, the second 
level. That scene with the dolphin left a lasting 
impression on me." It had a similar effect on us, too, 
and we would encourage you to search for a Saturn 
copy of Burning Rangers to experience this (and 
other set pieces, including the three-dimensional 
tunnel-based shoot-'em-up mini-game) for yourself. 
We would, that is, were it not for the likelihood of 
Burning Rangers being remade in the near future. 
Sega's current remake policy doesn't seem to make 
a lot of sense, with NiGHTS being remade on the 
PlayStation 2 but only released in Japan, and Sega 
Bass Fishing being remade... full stop. But there's 
no doubting the fact that Sega deserves more from 
Burning Rangers , and if that necessitates a remake 
in some form, so be it. 

It's surprising that subsequent games have 
generally neglected to use sound in such an 
uncompromising way as pioneered by Burning 
Rangers. Only Soundvoyager - released in 2006 on 
Game Boy Advance as part of Nintendo's Japan- 
exclusive bit Generations series - springs to mind 
as a game outside the rhythm-action field that forces 
its players to listen in order to progress, and that 
experiment also worked wonderfully well. Similarly, 
the rescue-survival theme in such a humane form 
has largely disappeared, with only Irem's very 
enjoyable Zettai Zetsumei Toshi games managing 
to vaguely replicate the heart-warming nature of 
Burning Rangers. There are many lessons that can 
be learned from Burning Rangers for players and 
developers alike. Perhaps it was ahead of its 
time, or maybe its time is yet to come. 


+ + 

Analogue X Digital 


Controller design decisions 

ALTHOUGH IT NEVER became a standard in the manner of 
Sony's subsequent Dual Shock or Nintendo's N64 controller, 
the Saturn's analogue controller (curiously described by 
Sega as a "3D controller") was originally built for use 
with NiGHTS but was also fully compatible with Burning 
Rangers. We ask Takao Miyoshi whether Sonic Team 
designed Burning Rangers primarily for the standard Saturn 
controller, or for the analogue pad. "We developed the game 
with the normal Saturn controller in mind, to make sure it 
was fully playable with that. That was our priority," clarifies 
Miyoshi. Strangely, we reckon the game has always felt 
more natural when played with the analogue controller... 

+ 




4 *V 


10 


Shou and Tillis, Burning Rangers' two 
3 leading characters, were charismatic 
| and easily identifiable. Other members , 

| of the Burning Rangers team also came [ 
into play, while off-screen support was 
given through radio contact. 
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World Games Commodore 64 [Epyx] 1986 


When it comes to retro athletics games, few developers can hold a candle to the mighty Epyx. Sure, 
Track & Field and Hyper Sports were the kings of the arcade arena, but if you had a home computer, 
particularly a C 64 , then you probably spent most of your time on Summer Games and its various 
sequels. Debate rages to this day over which Epyx sports game was the best. Many prefer 
California Games, but we'd probably have to go with World Games ourselves. For those who'd 
grown bored of the usual roster of Olympic-style events, World Games was a breath of fresh 
air. The sheer variety and originality of events was astounding - from wild bull riding, to cliff 
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Larry 


Enter a man of Grecian beauty, charm, sophistication, 


and style. . ."My name's Larry. Larry Laffer", games™ 


looks back at the sleeziest game character of them all 


'HUMOUR IN A videogame.' It sounds wrong and indeed is 
■ ■■ ver y rare ly done right. To name a few games that are truly 
® ® ® ® intentionally comedic is hard, yet the first that springs to mind 
is surely Leisure Suit Larry. The short, balding, ceaselessly horny, and 
blindly optimistic swinger is as unique as any game character could ever 
be. He is reminiscent of a time of exploration in the industry and his path 
to success reminds us of a lost blessing for developers: freedom. 

It was a risk for children's adventure-gaming giant Sierra to make 
the shift to comedic adult-themed adventures, but their text-only game 
Softporn had proved that adult games had mass-market appeal. The 
game sold 25,000 copies on the Apple II, at a time when Apple itself had 
only shifted 100,000 units. Naturally Sierra wanted to capitalise on its 
new-found market and aimed to create a graphic-adventure version. A1 
Lowe, Leisure Suit Larry's designer, stated that, after playing Softporn he 
thought the game so dated that any player who found it enjoyable would 
surely be wearing a leisure suit. And Larry's original concept was born. 

As with any untested idea, there were problems. Larry's two essential 
ingredients, comedy and free-roaming gameplay, are totally at odds 
with one another. Comedy requires precise timing and delivery, whereas 
free-roaming gameplay demands the opposite. The player's ability to 
perform actions before their scripted time not only ruined half the jokes 
but often caused the game to crash. Sierra had taken a chance. At first, 
slow sales suggested it was a mistake, so much so that Lowe feared he'd 
thrown his life away on the game. Then sales increased. Larry became 
a sleeper hit and eventually ensured his own survival. 

Larry's character was obvious as soon as he entered Lefty's bar at the 
start of In The Land Of The Lounge Lizards. He wore a suit in a filthy bar, 


distracted a pimp with pornography so he could creep into a prostitute's 
bedroom, stopped at nothing in the pursuit of female flesh, and never 
stopped smiling. He was a ceaselessly optimistic, carefree, misfit lowlife 
with more horn than a Balrog. Where other game characters wield a 
sword, know a martial art or two, or are at least able to jump on a turtle, 
Larry could pull women... no, wait... he couldn't. He was the antithesis 
of 'hero'. His inability to do anything flipped conventional gameplay on 
its head. Where almost every other character in gaming empowered the 
gamer, Larry reduced us all to bumbling idiots before beautiful women. 

LOWE GREW TO like Larry's character and began to sympathise 
with him. The growth of the designer's love for his character is evident in 
the development of the series. Over the years, Larry stopped hanging out 
in rundown bars and took to posh hotels (where 
he was rewarded with more, prettier women), 
his speech became cleaner and he even grew 
somewhat more considerate to the ladies he 
tried to pull. He matured. 

Love For Sail saw perhaps the greatest 
development of Larry's personality Its high- 
quality animation captured wonderfully the childlike playfulness and 
optimism that is Larry. Add to this cutesy animation, the high thin tone of 
voice acting and you have a changed man. The high production values 
brought scenes such as Love For Sail's introduction, in which Larry is tied 
to a flaming bed as his lover leaves him, to a new level of realism. Larry 
was given more depth. Suddenly, the carefree creep seemed the victim 
of his own disregard and natural urges; the babes were the powerful 
ones and Larry merely their puppet. The crystalline revelation of this trait 
brought Larry a bevy of player sympathy, for there are few who haven't 
been brought to stupidity and belittlement by lust. While the entire series 
may have been all for comedy beneath its satirical script and cutesy 
graphics lay a gritty edge. The aesthetics may have been absurd, but the 
underlying current was close to the bone. And so it was that Larry shined 
in the third dimension; his comedic factors were perfectly matched with 
a subtle hint of his victimisation at his own hands. 

Two decades have passed and self-deprecating comedy in games 
is still a rarity, despite the proof of market that Larry gave. The money- 
grabbing industry of today may offer breathtaking visuals and perfectly 
formulated gameplay, but it is unwilling to take risks to the degree that 
Sierra did 20 years ago. Leisure Suit Larry has remained a refreshing 
change in a market of clones. The upcoming Leisure Suit Larry: Box 
Office Bust will stand in a very lonely genre and Larry will remain unique. 
He is as likely to find companionship in his niche as he is true love. There 
is, however, a glimmer of hope. With the flourishing of independent 
producers comes the hope of more alternative and original design. Let's 
hope that the seeds of the indie pasture bring with them characters as 
personified, expressive, and experimental as Larry. 



■ Leisure Suit Larry featured its own. not ■ After distracting the pimp, Larry is free to enter ■ After all that effort, there's finally a naked girl ■ Larry finds a fine Italian import behind the 

particularly effective, age-verification system. the helladous pit that is the prostitute's room. just waiting for ya, Larry. counter in Larry's second outing. 
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Larry's receding hairline is yet 
another reason why pulling the 
ladies is so challenging. 


There's a childlike playfulness 
in Larry's eyes, which must surely 
help to deflate the arrogance and 
crassness of his tongue. 


\ Always the optimist, 
despite towering odds, 
Larry always wears his 
friendly, hopeful grin. 


Larry's unceasingly dirty mouth 
has led him to many sticky . 
places. The high, thin tone of 
voice acting in later games 
added an extra dimension to 
his simple, playful personality. 


The ladies love a man 
dressed in a shirt and 
trousers, but Larry's 
\ dress sense is the 
only 'smart' part of 
his character. 


Larry is dwarfed by \ ■ 
most of his ladies and 
is far from the epitome 
of masculinity. _VO 


Knowing the wealth of dirty, 
warm, sticky, and sweaty 
areas that those hands 
have been, let's pray that he 
washes them regularly. 




Dr. Phil Hopian 


relax, Patti; you'll oxtlx feel a little 


■ Dr Phil enjoys the sights in the fifth outing, but ■ Leisure Suit Larry 6 featured significantly more ■ Larry was jealous of the unassuming ■ Love For Sail bettered its predecessors with 

Rath wasn't satisfied with the "little prick" she felt, women than previous titles. A good thing, surely? cucumber's natural charms. gorgeous cartoon graphics and map-warping. 
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Larry met Kalalau in 
the penthouse suite of 

the Lost Wages casino. 


sss? 

ssss 


«™gosh, you're beautiful 

feu re wonderful. Do you 

understand English?" 


Lucky Larry founa 
this lady naked 

and waiting for 
him in the hot tub. 


where! 

my fife? 


path -JJ 30 
man^® 
Larr/ oft 
dworce; 
wlVteO’ 


y use< ^ the tried- 
tested formula of 
9 m pney to Tawni 

l0n r ed light' wa y. 


Cherri wanted to quit 
dancing and start a 
farm, so Larry gave 
her some land. 


Uo < beaut#,,! 

^“r dm,** 

^ - . 


a. I can see ^ 

ig .,dBk.V»“ 

credit card 


M Bambiwas 

B working on a 

jjg, new videotape 

H tor worldwide 
HR distribution, 

l Larry g a ' , . ehe . r . 
Su l the right angle 


Larry told her he had lots 
of royalties coming from a 
computer game he made. 
She "downloaded onto his 
hard disk” 


ve got it! I know just 
hai will sell that video 
yours. Sex!" 


I was woi 
join you 


HALL OF FAME... LEISURE SUIT LARRY 

LARRY'S LADIES 


^ H 

"Patti, look! I did it! My 
divorce is finalised. Here 
take it. Prattle this thing cr* 
mount it here on your piai 


Lary saw Jennifer 

dancing at the 

Tramp’s Casin 


— ^ * 4 T 

Tfey lender. Wh Y dontt™ 

really wet down that T-shirt? ryl&S 45°' 


••Oh Lana, Must don t ^ 


: HALL OF FAME: . . LEISURE SUIT LARRY 







tv. do you think it's j 
a hunk like me to d 
an even better bod' 


Howya 


Hi Y a - 


Merrily had a severe 

addiction to bungee 

jumping. Larry learned 

how to fly- °r ,al1 

-without grace. 


Larry helped 
Char by f inding 
six D-Cells for 
her ‘fate night 
friend’. 


*nust Jbe 
***** ©nselir^ 


en i°yitu 


one of the 
w °men tv* 
me t, Char" 


Larry gave her the 

world... well, some 

champagne and gifts. 


f Larr y thought 
she would be 
satisfied once 
he'd fixed her 
machine - then 
the demands 
began. 


do you 


I 


low 


■■■ LARRY MAY HAVE MET HUNDREDS OF 
BEAUTIFUL WOMEN THROUGHOUT HIS MANY 
ADVENTURES, BUT HE NEVER REALLY GOT 
ANYWHERE WITH THEM. WHY IS THA T? WELL, 


YOU CAN SEE FOR YOURSELF BELOW. HERE IS A 
SELECTION OF SOME OF THE MORE PRESENTABLE 
OF LARRY'S WOMEN AND THE AWFUL CHAT-UP 
LINES HE USED ON THEM. 


a L t a t h^ et l hed0mina(r « 

at the weights room 
and helped her find a 

replacement pair of 
handcuffs... Essential. 
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^ giving 


"Rose, would you like to try 
something a little special with me? I 
consider myself quite the continental 
type, very sophisticated and urbane" 


Hi, Burgundy. I just wanted 
to tell you how much I 
enjoyed your singing 


f Packin dly - she 
1 ?° m ethL% al 'tUe 

'^ity h s ° uth 

ar ^c^z 

§ ' ■mimmiun. r- 

i ? h ' Sha Mee, I hope you 
I Iove this gown. I really 
think it's you" 
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Sexy Parodius Arcade [Konami] 1996 

OVERJOYED AT SEEING the return of old-school Konami mascot Pentarou in New International Track & Field, 
this month games™ was inspired to reacquaint itself with some of the penguin's earlier escapades. We've 
written about the semi-obscure Penguin Adventure in these pages before, but Pentarou is best known for 
his appearances in the Gradius spin-off Parodius. 

Turning to the fifth game in the series, Sexy Parodius, we were horrified to discover that the web- 
footed wonder isn't actually playable. He appears in the cut-scenes, whereas the 'stars' of the 
show include a girl in a bunny costume, an angelic pig, and a stick-man on a paper plane. 


■HHBK 


WMWW saiaiiaBissim -i. 
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Among the millions of popular second-hand 
consoles lie some true collectors' treasures - 
machines so rare you may not have heard of them 


^ ■ YOU MUST have heard of those collectors 
■ ■ ■ w h° tr Y to acquire every official release for 
the console of their choice. Personally, we 
think they're a little crazy. Why waste all that time 
and money trying to get every single Dreamcast 
game, for example, when many of them aren't even 
worth playing? We'll never understand it. 

There are some game machines, however, that 
make the 'complete collection' both a realistic 
goal and something worth doing. These are the 
machines that lived such short lifespans that only a 
handful of games were ever released for them. And 


because they were so short-lived they're usually 
quite intriguing machines that did something 
different from the mainstream and are therefore of 
historical interest too. 

With that in mind, read on as we detail some of 
the more noteworthy consoles and computers that 
fall into this category None of the machines listed 
here were ever granted more than 30 commercial 
games, making them a viable option for collectors 
and a fascinating talking point. Many are quite 
difficult to track down these days, but that's all part 
of the fun, isn't it? 





>fr*9»fcEfrtVft 


Essmri 




J ... j __J J J _J 

""J JM 








146 games 





MINORITY REPORT 




«» ♦ •• 

id 'i4 




r 


n 



I Year of Production: 1995 
Number of games released: 1 1 
Expect to pay: £25 

L _ _ _ _ - 


■ LONG BEFORE Nintendo restyled itself as every 
■ ■■ Y oun 9 an d grandma's favourite purveyor of 
■ ■ ■ ■ videogames, Casio tried the same thing, albeit with 
a much more cynical approach. Aimed at the female end 
of the market, the Casio Loopy hosted a small number of 
games, which fell mostly into the bracket of dating sims, 
dress-up games, and painting software. In addition, a number 
of interesting accessories were released, including a built-in 
printer and capture-card that allowed you to make stickers 
using images from a VCR or TV set. 

Rather short-sightedly, the Loopy only featured one 
controller port, which must have seriously diminished its 
appeal, especially considering the intended audience. 


STANDOUT 

TITLES: 


CASIO £3 CASIO^ £$3 



■ WanWan ■ Anime Land 

Aijou Monogatari 
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Year of Production: 1997 
Number of games released: 0 
Expect to pay: Too Much 

STANDOUT TITLES: 


■ Polystars ■ Evil Night ■ Battle Tryst 


IF THERE'S one 
console that wins 
the prize for the 
least number of games ever 
released then Panasonic's 
M2 is the undisputed winner 
- although it's probably 
cheating to include it, as this 
follow-up to the 3DO was 
never officially released. 

Finished to a near final 
state, several prototypes of the 
M2 were produced in Japan 
and America and have leaked 
out into the public domain. 
Though no games are known 
to exist, there is a possibility 
that some unfinished betas 
are out there, especially as 
Warp's Dreamcast title D2 was 
originally designed for the M2. 

Although the console never 
saw a retail release, the 





finished hardware has been . 
used throughout the industry. 
Many hardware units made 
it into Japanese vending 
machines and ATMs, while the 
console's relatively high power 
also earned it a place in some 
kitchen showrooms, running ■ 

kitchen design software. In • 

addition, the hardware was 
used in a small number of 
Konami arcade titles - the only 
games to ever really benefit 
from the power of the semi- 
legendary game console. i 

Curiously, the hardware * 

shot we're featuring was _ 

provided by Stephen Flynn 
who was lucky enough to find 
the prototype at a flea market 
in North Carolina. He has not 
yet revealed exactly how much 
he paid for the console. 
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AGUAR 


Year of Production: 1995 
Number of games released: 
Expect to pay: £70 


13 


STANDOUT TITLES: 

P U 

IMYST 



I Myst 


I Gorf 


I Space Ace 


■ AN ILL-FATED add-on for an 
■ ■■ console, Jaguar CD 

■ ■■■ never really had a chance. 
Atari promised this expansion as soon 
as the Jaguar was launched, but it 
took three years to get the project off 
the ground and by that time the final 
Atari console was all but dead. Only a 
handful of games were ever officially 
released, though the CD format has 
ensured that both homebrew and 
semi-retail games have continued to 
be produced to this day. 

The CD unit came bundled with two 
games, Blue Lightning and Vid Grid , 
as well as the soundtrack to Tempest 
2000, so expect to pick these up more 
easily than any other Jag CD release. 

Despite looking like a toilet seat, 
the Jaguar CD is perhaps best known 
for the Virtual Light Machine that 
was built into the unit. This software, 
written by Jeff Minter, was designed 
to display hypnotic imagery in time to 
CD music - much like the software he 
programmed for 360 ten years later. 


*7Ts 


♦TTi* 


Year of Production: 1989 

I Number of games released: 7 
Expect to pay: around £60 


| STANDOUT TITLES: 


I 



■ Ghouls 
& Ghosts 


I Aldynes ■ 1941 

Counter Attack 



\ 

Jb: 


■ ALTHOUGH ORIGINALLY designed to be a 16-bit console named PC- 
■ ■■ Engine 2, NEC's SuperGrafX was, for reasons unknown, rushed to 
■ ■ ■ ■ completion and released early as an enhanced version of the 8-bit PC- 
Engine. Enhancements over the basic PC -Engine included four times the amount 
of RAM, an extra video chip, and the ability to display two independently scrolling 
backgrounds at once, making the console favourably comparable to Mega Drive. 

Sadly, the console was not well supported by developers and only a handful 
of titles were ever produced. The machine has proved popular with collectors, 
however, as it is fully backward compatible with PC-Engine's 700+ games, and 
the seven SuperGrafX titles are all quite good. 

Collectors should also be aware that a flight yoke accessory by the name 
of Power Console was produced to prototype stage but never officially 
manufactured. Anyone lucky enough to locate those prototypes potentially stands 
to make quite a bit of money. 






mm 







Year of Production: 1985 
Number of games released: 2 
Expect to pay: around £1,000 


■ ENVISIONED AND 

■ ■ ■ designed by creator 
■ ■ ■ ■ of Dragon 's Lair Rick 
Dyer, the Halcyon Interactive 
Laser Disc System was intended 
to allow laser disc games to be 
played at home. Such titles were 
all the rage in the arcades of the 
early-Eighties, and a console 
powerful enough to play them at 
home was considered the Holy 
Grail of videogames. 

The powerful console could 
handle the complex requirements 
of FMV games, it also had 
advanced features like speech 
synthesis and voice recognition, it 
was way ahead of its time. 

The $2,500 price tag prevented 
the machine from succeeding and 
only two - admittedly excellent - 
games were ever released before 
the Halcyon disappeared for 
good. The tragedy is that it would 
be decades before an arcade- 
perfect Dragon's Lair could be 
played at home. 


STANDOUT TITLES: 



I Thayer's 
Quest 


I Raiders 
Vs Chargers 
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Year of Production: 1972 
Number of games released: 28 
Expect to pay: £10 


u THOUGH RELATIVELY 
■ ■ unheard of, Odyssey 
■ ■■■ was wor ^ s first 

programmable console, 
designed by Ralph Baer in 1968. 

The Odyssey's games came on 
removable circuit cards, similar 
to cartridges but without any on- 
board components. Instead, the 
cards used different organisations 
of jumpers and signal generators 
to command the console to run 
a desired type of gameplay. Due 
to the basic technology of these 
cards, graphical presentation and 
gameplay logic were incredibly 
primitive. The workaround for this 
involved plastic overlays that added 
much-needed graphical detail, 
while many of the games also came 
with a set of dice and counters, 
which were especially useful for 
running multiplayer games. 

With such 'extras', Magnavox 
Odyssey can barely be considered 
a digital games console in the 
traditional sense. Nevertheless, 
it remains an important piece of 
gaming history and a fun machine 
to collect for. Although locating all 
the games with their paraphernalia 
intact can be quite a challenge, the 
hardware itself is quite inexpensive. 




/v. 
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STANDOUT TITLES: 



■ Wipeout 
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Year of Production: 1990 
Number of games released: 30 
Expect to pay: £30 


I 


■ THE LAST of the MSX 
■ ■■ ^ ne °f I a P anese micros, 

■ ■■■ the Turbo R was a super- 
powerful version of the machine, . 
designed with multimedia 
capabilities as a priority. Although 
capable of much more than most 
comparable systems, the Turbo R 
failed in the face of aggressive . 

competition from both the IBM 
PC and Amiga. Whereas up to 
a hundred manufacturers had 
produced their own version of the 
MSX1, only Panasonic bothered this . 
time around. 

To say that only 30 games were 
produced is an exaggeration as 
six of them were really just MSX2 
games that looked marginally better . 
when played on a Turbo R. There 
are also some great homebrew 
games, particularly F-Nano 2, a 
technically ambitious F-Zero clone. 
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STANDOUT TITLES: 


| ■ Illusion City ■ Fray 


I Princess 
Maker 
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I Galactic 
Space War 


I Hangman 


I Robot War & 
Torpedo Alley 


STANDOUT TITLES 


Year of Production: 1976 
Number of games released: 26 
Expect to pay: £10 


■ ONE OF the earliest American game consoles, the Fairchild 
B Channel F was, at one point, a serious contender to the Atari 
■ ■■■ 2600. However, a lack of recognisable arcade conversions 
prevented the machine from ever breaking the mass-market. 

The 26 available cartridges usually included more than one game 
inside, most of which were very simple in nature. Board games, card 
games, and sports were prevalent, though a number of basic shoot- 
'em-ups were also available. 

The controllers are arguably the most interesting part of the 
Channel F's design. Functioning as both joysticks and paddles, they 
could handle most game types of the day without the need to use an 
extra accessory. They effectively featured two separate fire buttons 
too, as the paddle at the top could be either pushed in or pulled up. 
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■ GIZMONDO IS the most recent example of a console casualty. 

It was to ° expensive, massively underpowered, and featured 
■ ■■■ few quality titles. When the Gizmondo company was dissolved, 
however, retailers slashed the hardware price, and the handheld 
became a curious collector's piece. The remaining units were snapped 
up from the retailers who bothered to stock it in the first place and 
collectors began scouring the net for a complete set of games. 

As with most machines featured here, many of the proposed games 
were never finished or released, but as a product of the digital age, 
many leaked onto the internet. If you know where to look and how to 
make them work, there are a few decent titles hidden away. Of the titles 
that made it to shelves, only the two titles to the left (particularly the 
conversion of the Pickford Brothers' Sticky Balls) are worth owning. 
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NINTENDO HAS had 
very few hardware 
failures over the 
| years, mostly because it 
prototypes all its concepts to 

I the nth degree, only releasing 
them when they're truly ready. 
The story was different with 
| the Virtual Boy, however. 

Nobody quite knows why, but 
I Nintendo rushed the machine 
■ to market, in a reportedly 
. unfinished state - much to the 
| protest of its creator, the late 
Gunpei Yokoi. 

Seen as a cash-in on the 
virtual-reality craze, the VB 

I failed to actually be anything 
like the machine many were 
expecting. The graphics were 
| a horrible red monochrome, 
using an unsophisticated 
I wireframe display. Its biggest 
problem, aside from a lack 
- of games, was that it caused 
I headaches in almost anyone 
who dared to play it. The 
| machine was understandably 
dead within a year. 
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Year of Production: 1995 
Number of games released: 22 
Expect to pay: £75 



STANDOUT TITLES: 



I 

I 

I 
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Year of Production: 2000 
Number of games released: 8 
Expect to pay: £100 

■ MORE OF a concept than 

■ ■■ a cons °l e / Nuon was 
■ ■■■ a hardware standard 
designed to be integrated into 
ordinary DVD players. The idea was 
that anyone buying a DVD player 
would also find themselves with a 
machine capable of playing games 
and would go out and buy the 
software as a consequence. 

The problem with this strategy 
is that most people preferred to do 
the opposite: buy a game machine 
that was also a DVD player. In 
other words, they wanted a PS 2. As 
such, only a minute number of DVD 
manufacturers opted to licence the 
Nuon technology and the idea died. 

Thanks to Jeff Minter, the Nuon did 
receive one decent game: Tempest 
3000, which remains collectable to 
this day. Rather oddly, the machine 
also garnered limited support from 
developers in both Japan and Korea, 
which is quite unusual for an obscure 
American console. 


STANDOUT TITLES: 



■ Tempest ■ Iron ■ Ballistic 
3000 Soldier 3 
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Year of Production: 1997 
Number of games released: 20 
Expect to pay: £15 

STANDOUT TITLES: 



■ Duke ■ Fighters ■ Resident 

Nukem 3D Megamix Evil 2 


_ 

■ TIGER'S GAME.COM 
(pronounced without the 
■ ■■■ 'dot') launched in 1997 with 
some groundbreaking features. It , 
was the first handheld to feature a 
touch screen, the first to integrate . 

PDA software, and the first to allow 
two cartridges to be inserted at once. 
Unfortunately, however, the handheld 
was also hampered by a terrible 
monochrome screen that looked very 
outdated next to the Game Boy Color, 
which was released the following year. . 

The games themselves also did 
Game.Com no favours. Although Tiger 
secured some high-profile titles, few 
bore any resemblance to their console 
or PC counterparts and played very 
poorly as a consequence. A version of 
Castlevania: Symphony Of The Night ■ 
was in development at one point, 
and though some semi-impressive 
screenshots were shown, the game was | 
never completed. 

J 




■ DURING THE console war of the mid-Nineties, Nintendo was 
■ ■■ struggling to secure third-party support because of the high 
■ ■■■ cost of manufacturing N64 cartridges. Its solution was to 

I produce a disk drive that would be significantly cheaper to work with. 
Nintendo being Nintendo, however, these new disks used a proprietary * 
media and were still more expensive than CD-ROMs. And by the time 
| the drive was actually released, N64 was on its last legs, PlayStation 
had a firm grip on the market, and Dreamcast had even been released 
| in Japan. It was simply too little, too late. 

Many of Nintendo's proposed 64DD games were either shifted to 

I cartridge or cancelled altogether. Of the nine that did make it, four were ■ 
variations on the Mario Artist series and two were Doshin The Giant 
games. The only worthwhile reason to buy a DD drive now is the F-Zero 
| X expansion kit, a brilliant disk that allowed users to create their own 
levels for the cartridge version of F-Zero X. 

L_ — — — — — — — — J 
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Year of Production: 1982 
Number of gomes released: 22 
Expect to pay: £50 


■ VECTREX WAS an 
■ ■ ■ unusual console, 

® ® ® ® initially envisioned as 
a home version of the popular 
vector graphics arcade machines 
of the time. The in-built monitor 
displayed graphics only in the 
vector style, which meant that 
the games all featured a semi- 
three-dimensional look that 
made them much more visually 
attractive than other console and 
computer games of the time. 

And although it failed to gain 
any of the arcade licences that 
made the Atari 2600 so popular, 
its 'clones' had more in common 
with the original coin-ops. 

Unlike most of the other 
games machines featured in 
this article, Vectrex deserved to 
do much better than it did. The 
hardware was stunning and 
the games played wonderfully. 
Sadly, the console was just 
hitting its stride when the 
videogame crash of 1983 
happened. Vectrex was caught in 
the fallout and never recovered. 
The greatest tragedy of all this 
is that the Vectrex Colour, which 
was being prototyped at the 
time, never made it onto shelves. 


STANDOUT TITLES: 





Clean 

Sweep 


I Fortress 
Of Narzod 
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ESSENTIALS 


POWER 

TRIPS 








FORMAT: ARCADE DEVELOPER: IREM 


FORMAT: ARCADE DEVELOPER: NAMCO 


MANY GAMERS could reel off a 


R-7YPE 


-> SUCCESS AT R-Type requires a fair amount of practice, but there's little 
doubt that the accumulation of power ups give players more of a fighting 
chance against the Bydo Empire's forces. If you're sharp you can kit your R-9a 
out with two bits, homing missiles and counter-ground lasers. With all these 
equipped, enemies are at the gamer's mercy and it's easy to feel completely 
invincible... until a tiny stray bullet creeps between your defences and takes you 
out in one hit, that is. 


READY' 


FORMAT: 360, PC, PS2, DC, PS, N64 
DEVELOPER: ID SOFTWARE 


nevertheless, coming from last place 
to win a race is quite a rush. 


.QUAKE SERIES 


. MARIO KART 


FORMAT: DS, GC, N64, SNES 
DEVELOPER: NINTENDO 


->THE BEST power trips take place 
when you're winning, but often in the 
Mario Kart series they don't arrive until 
you're stuck at the back of the pack. 
This is particularly noticeable in later 
entries, such as Double Dash!!, where 
there are so many power ups that it’s 
possible to surge through every other 
racer via the use of Lightning, Chain 
Chomps, Red Shells, and Blue Shells. 
It's a common criticism of the more 
recent Mario Kart videogames, but 


long list of FPS titles that they now 
prefer, but id Software's Quake series 
still gives us a greater sense of power 
than most other games. It does so 
in many different ways, but games™ 
particularly favours the awesome 
satisfaction that a successful rocket 


IT COULD be argued that all games 
attempt to bestow gamers with a 
sense of power, but few can match 
that of Pac-Man, a title that surfaced 
some 27 years ago. But then, for 
the majority of gameplay, Pac-Man 
isn’t especially empowering at all 
- just one touch from any of the 
four coloured ghosts is enough 
to kill the yellow protagonist and, 
consequently, much of the time 
is spent running away. However, 
everything changes once you 
consume one of the glorious Power 
Pellets placed around the stages. 

Suddenly, upon wolfing down a 
large dot, Pac-Man is temporarily 
invincible, leaving his enemies 
trembling with fright. No longer 
do those pesky ghosts - Blinky, 

Pinky, Inky, and Clyde - swagger 
around the maze like they own the 
place. Now it’s their turn to flee. 

Even better, Pac-Man is able to eat 
his once-untouchable adversaries, 
sending their eyes back to the 
ghost pen as he munches on their 
crippled remains. During these brief 
moments, the phantoms must curse 
their mothers for the day that they 
were born - and that’s why Pac-Man 
provides one of the best power trips 
you’ll find in a videogame. 


PAC-MAN 


HIGH SCORE 
9700 


1UP HIGH 5CGI 
4700 4700 


EMPOWERING 

VIDEOGAME 

EXPERIENCES 


152 games 










FORMAT: PC DEVELOPER: LIONHEAD STUDIOS 


GUITAR 

I.HERO SERIES 


FORMAT: PS3, 360, Wii, PC, PS2, XBOX 
DEVELOPER: HARMONIX/NEVERSOFT 


08 . TOTAL WAR 

FORMAT: PC 

DEVELOPER: THE CREATIVE ASSEMBLY 

SINCE SHOGUN, the Total War 
series has been a megalomaniac's 
dream, allowing players to conquer 
a huge number of lands in a 
determined evening. By creating a 


.BLACK & WHITE 


MOST PEOPLE have pulled out 
the old air guitar every now and 
again or sung into a brush in front 
of the mirror, and there’s no shame 
in admitting it. Guitar Hero and its 
sequels (and by that extension, Rock 
Band] allow gamers to experience 
the joy of being a rock star - cheering 
crowd and all. When the text comes 
up to confirm your three hundredth 
successful note in a row that's as 
close to musical glory as most folk 


BLACK & WHITE is a series that has divided gamers straight down the 
middle - some consider it a work of art, others feel that it's massively overrated. 
Either way, there are few games that make players feel any more like a god, 
as gameplay consists of winning over villagers either by gaining their favour 
with generosity, or ruling them through fear. Needless to say, when a bunch of 
artificial intelligence townsmen worship your acts of good and evil, it’s hard not 
to feel pretty important. 


jump can provide and also the might 
of the legendary Quad Damage. Who 
can forget the first time they obtained 
this power up and scythed down a 
room full of fellow fragsters? Killing 
has rarely felt so beautiful. 


BURNOUT 

.REVENGE 


will ever come. Kirk Hammett and 
Rudolf Schenker should step aside. 


THE SIMS 
.SERIES 


FORMAT: Wii, PC, PS2, XBOX, GC 
DEVELOPER: MAXIS/EA 


-> IT’S THE videogame that allows 
players to mess around with the 
lives of virtual people, and because 
of that we had to include it in this 
power-hungry list. Of course, many 
folk have delighted in helping their 
Sims to score better jobs and stable 
relationships, but the true power 
arrives in the macabre side of 
gameplay. As supreme overlord of 
your Sims’ existence, you can easily 
destroy them through sustained 
cruelty. So bow down before us, Sims, 
or may the Sword of Damocles cleave 
you in twain! 


was quite apparently a videogame 
release designed for the most 
dedicated gamers of this world. 

The large 40-button controller, 
which is now a collector's item, 
can only be used in conjunction 
with two games to date. However, 
it's this sprawling control set-up 
that has gained Steel Battalion a 
position within this top ten. After 
all, how can any game that requires 
the use of foot pedals, twin sticks, 
as well as a host of other flicks 
and switches to control a giant 
mechanised tank not be something 
of a power trip? Steel Battalion is a 
game for genuine megalomaniacs. 


in STEEL 
1U. BATTALION 

FORMAT: XBOX 
DEVELOPER: CAPCOM 

-> AT A cost of £130, Steel Battalion 


FORMAT: 360, PS2, XBOX 
DEVELOPER: CRITERION 

-> MARIO KART isn't the only racer 
that strongly empowers gamers; 
Burnout Revenge does a good job of 
that too. This is primarily achieved 
through the ability to charge through 
smaller traffic travelling in the 
same direction, a feature that was 
introduced in the fourth entry of 
Criterion's popular series. Known as 
Traffic Checking’, this propelled cars 
forward with each fresh hit and was 
even the focus of a new race mode 
called Traffic Attack. It’s a visceral 
experience that few other racing 
games can compete with. 


title of such depth and beauty, The 
Creative Assembly gave gamers the 
chance to change history with the 
start of every new campaign, which 
is no small feat. Taking control of a 
lowly faction and crushing every rival 
is hard work, but it's rewarded with 
the ultimate feeling: that no mortal 
will ever dare challenge you again. 
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Too many games, not enough money. Thankfully, not all of them 
are worth spending your hard-earned cash on. If you want to taste 
the cream of the crop, you’ve come to the right place 


-» Patches + Mods 

WORLD OF WARCRAFT V2.3.3.779 TO V2A0.8089 
UK INCREMENTAL PATCH PC 

This patch is more than 
a simple list of fixes, the 
latest World Of Warcraft 
update includes a whole 
new location: Sunwell 
Isle. This area comes 
with a new quest hub, a 
new five-player instance, a new 25-player instance, 
and new badge rewards. We're sure you’ll agree 
that's not bad for free content. 


UNREAL TOURNAMENT III MAPS PC 

It would be pointless 
to merely list all of 
the wonderful user- 
made maps that have 
been released for 
the mammoth first- 
person shooter Unreal 
Tournament III. However, there are dozens available 
right now. It seems that Epic Games was right, the 
community will keep Unreal Tournament III fresh for 
quite some time to come. 


CRYSIS Vl.2.1 HOTFIX PATCH PC 

Everyone is already 
aware that in order to 
experience Crysis in its 
full glory you will require 
quite a hefty machine. 
However, Crytek has 
been working tirelessly 
to make it run as smoothly as possible. This is 
the latest update available for Crytek’s genuinely 
beautiful first-person shooter. 


PENUMBRA: BLACK PLAGUE V1.01 PATCH PC 

Unfortunately, 

Penumbra: Black Plague 
owners have reported 
a number of glitches 
since the game was 
released. Thankfully, 
this patch rectifies many 
of the crashes and errors that have been described. 
Please note, however, that this patch is currently only 
compatible with the CD version. 


HALF-LIFE 2 PIRATES, VIKINGS 
AND KNIGHTS II BETA V2.0 CLIENT PC 

Other than the fact that 
this Half-Life 2 mod 
promises the chance to 
play as swashbuckling 
heroes and fairytale 
knights, games™ can't 
wait to 'attack enemies 
with parrots'. Surely a tropical bird couldn’t penetrate a 
suit of armour? 








XBOX 360 TEN MUST-HAVE GAMES 


BioShock 

2K Games 

Irrational Games 

61 

10 

Burnout Revenge 

Electronic Arts 

Criterion 

43 

9 

Dead Rising 

Capcom 

In-House 

48 

8 

The Elder Scrolls IV: Oblivion 

2K Games 

Bethesda 

43 

9 

Gears Of War 

Microsoft 

Epic Games 

51 

10 

Halo 3 

Microsoft 

Bungie 

62 

9 

Mass Effect 

Microsoft 

BioWare 

64 

9 

The Orange Box 

Electronic Arts 

Valve 

63 

9 

Project Gotham Racing 3 

Microsoft 

Bizarre Creations 

39 

9 

Skate 

Electronic Arts 

In-House 

62 

9 



NINTENDO Wii TEN MUST-HAVE GAMES 



Ghost Squad 

Sega 

In-House 

66 

8 

The Legend Of Zelda: Twilight Princess 

Nintendo 

In-House 

51 

9 

Madden NFL 07 

Electronic Arts 

In-House 

53 

8 

Mario & Sonic At The Olympic Games 

Sega 

In-House 

64 

8 

Metroid Prime 3: Corruption 

Nintendo 

Retro Studios 

62 

9 

NEW No More Heroes 

Rising Star 

Grasshopper Manufacture 

67 

9 

Resident Evil 4: Wii Edition 

Capcom 

In-House 

59 

9 

Super Mario Galaxy 

Nintendo 

In House 

63 

9 

Super Paper Mario 

Nintendo 

Intelligent Systems 

57 

9 

Zack & Wiki: Quest For Barbaras Treasure 

Capcom 

In-House 

65 

8 


PLAYSTATION 3 TEN MUST-HAVE GAMES 


Devil May Cry 4 

Capcom 

In-House 

67 

9 

The Elder Scrolls IV: Oblivion 

Ubisoft 

Bethesda 

55 

9 

Everyday Shooter 

SCE Studios 

Queasy Games 

66 

9 

MotorStorm 

Sony 

Evolution Studios 

53 

8 

PixeUunk Racers 

Sony 

Q-Games 

63 

8 

Rainbow Six Vegas 

Ubisoft 

In-House 

51 

9 

Rock Band 

Electronic Arts 

Harmonix 

66 

9 

Uncharted: Drake's Fortune 

Sony 

Naughty Dog 

65 

8 

Virtua Fighter 5 

Sega 

AM2 

54 

8 

Warhawk 

Sony 

Incog Inc 

61 

8 


PLAYSTATION 2 TEN MUST-HAVE GAMES 



Amplitude 

Sony 

In-House 

8 

8 

Devil May Cry 3 

Capcom 

In-House 

30 

8 

Disgaea 2: Cursed Memories 

Koei 

Nippon Ichi 

48 

9 

Final Fantasy XII 

Square Enix 

In-House 

44 

8 

God Of War II 

Sony 

In-House 

55 

10 

Guitar Hero II 

Activision 

Harmonix 

51 

9 

Ico 

Sony 

In-House 

N/A 

9 

Okami 

Capcom 

Clover 

45 

9 

Rez 

Sega 

United Game Artists 

N/A 

8 

Shadow Of The Colossus 

Sony 

In-House 

39 

9 




GAMECUBETEN MUST-HAVE GAMES 

•>V '<3 

it » i 



Alien Hominid 

03 Entertainment 

The Behemoth 

27 

Animal Crossing 

Nintendo 

In-House 

1 

Eternal Darkness: Sanity’s Requiem 

Nintendo 

Silicon Knights 

N/A 

F-Zero GX 

Nintendo 

Amusement Vision 

10 

Ikaruga 

Treasure 

In-House 

2 


8 

8 

8 

9 

8 
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PUBLISHER 


DEVELOPER 


ISSUE SCORE 



killer7 

Capcom 

In-House 

34 

9 

The Legend Of Zelda: The Wind Waker 

Nintendo 

In-House 

5 

9 

Metroid Prime 

Capcom 

In-House 

2 

10 

Resident Evil 4 

Sierra Entertainment 

Blizzard 

29 

9 

Viewtiful Joe 

Capcom 

In-House 

24 

8 


GAME BOY ADVANCE TEN MUST HAVE GAMES 


Pokemon Diamond & Pearl Nintendo 

Puzzle Quest D3 Publisher 

Trauma Center: Under The Knife Nintendo 


Game Freak 
Infinite Interactive 
In-House 


* 


PC TEN MUST-HAVE GAMES 




a 


Advance Wars 2: Black Hole Rising 

Nintendo 

Intelligent Systems 

8 

9 

Castlevania: Aria Of Sorrow 

Konami 

In-House 

6 

8 

The Legend Of Zelda: The Minish Cap 

Nintendo 

In-House 

25 

9 

Mario & Luigi: Superstar Saga 

Nintendo 

AlphaDream 

14 

9 

Metroid: Zero Mission 

Nintendo 

In-House 

17 

8 

Mother 3 

Nintendo 

In-House 

47 

8 

Pokemon Pinball: Ruby & Sapphire 

Nintendo 

In-House 

11 

8 

Street Fighter Alpha 3 Upper 

Ubisoft 

Crawfish 

1 

8 

Super Mario Advance 3: Yoshi’s Island 

Nintendo 

In-House 

N/A 

8 

WarioWare: Twisted! 

Nintendo 

In-House 

31 

8 




1 


DSTEN MUST-HAVE GAMES 

i j 


NEW Advance Wars: Dark Conflict 

Nintendo 

Intelligent Systems 

67 

9 

Brothers In Arms DS 

Ubisoft 

Gearbox Software 

58 

8 

Kirby: Power Paintbrush 

Nintendo 

HAL 

31 

8 

Legend Of Zelda: Phantom Hourglass 

Nintendo 

In-House 

60 

9 

Meteos 

Nintendo 

Q Entertainment 

31 

9 

New Super Mario Bros 

Nintendo 

In-House 

45 

8 

OsulTatakae! Ouendan 

Nintendo 

iNiS 

37 

8 


57 

57 

39 



Crysis 

Electronic Arts 

Crytek 

64 

Football Manager 2007 

Sports Interactive 

In-House 

N/A 

Half-Life 2 

Sierra Entertainment 

Valve Software 

N/A 

The Lord Of The Rings Online 

Codemasters 

Turbine 

58 

Naked War 

Zee-3 

Pickford Brothers 

50 

Sam & Max: Hit The Road 

Activision 

LucasArts 

N/A 

S.T.A.L.K.E.R: Shadow Of Chernobyl 

THQ 

GSC Game World 

55 

Team Fortress 2 

Electronic Arts 

Valve Software 

64 

World In Conflict 

Sierra Entertainment 

Massive Entertainment 

62 

World Of Warcraft 

Sierra Entertainment 

Blizzard 

30 






PSP TEN MUST-HAVE GAMES 




Burnout Legends 

Electronic Arts 

Criterion 

37 

9 

Every Extend Extra 

Namco Bandai Games 

Q Entertainment 

49 

8 

Football Manager 2007 

Sega 

Sports Interactive 

N/A 

8 

Grand Theft Auto: Liberty City Stories 

Rockstar Games 

In-House 

39 

8 

Grand Theft Auto: Vice City Stories 

Rockstar Games 

In-House 

51 

8 

LocoRoco 

Sony 

In-House 

46 

9 

Lumines II 

Ubisoft 

Q Entertainment 

51 

8 

Power Stone Collection 

Capcom 

In-House 

49 

8 

Ridge Racer 

Sony 

Namco 

28 

8 

WipEout Pure 

Sony 

In-House 

31 

8 


-> Retro Downloads 




INTERNATIONAL KARATE 


VIRTUAL CONSOLE 


Originally released in 1986, 
and programmed by the 
legendary Archer MacLean, 
the Commodore 64 version 
of International Karate is a 
hugely likable point-based 
beat-’em-up. The game is well worth playing, even if 
the Virtual Console price does seem a little excessive 
when compared to the many other games that are 
available for download. 


URIDIUM 


VIRTUAL CONSOLE 


The second Commodore 64 
title to hit Virtual Console 
this month, Uridium is a 
solid science fiction shoot- 
’em-up. Each of the game’s 
15 levels are named after a 
different metal element although it should be noted 
that Uridium isn’t actually a metal. They probably 
meant Iridium. Ah bless. 


DISCS OF TRON 

mnn 

You might not think very 
highly of the 1982 Disney 
movie, but the Tron arcade 
games should not be tarred 
with the same brush. Discs 
Of Tron was the second Tron 
title to hit the arcades, and boasted one of the best 
cabinet designs games™ has even seen. Now you 
can play it again. In the comfort of your own home. 


IKARUGA 

msm i 

An excellent treat for Xbox 
Live Arcade users, Ikaruga 
is one of the finest vertically 
scrolling shoot-’em-ups you 
will ever find. Now available 
with online leaderboards 
and increased resolution, this Live Arcade offering is 
essential for anyone that is yet to give it a go. What 
are you waiting for? 


SUPER R-TYPE 


, .I 


. 


* 




VIRTUAL CONSOLE 


>> 


*• o 3 


As much as we at games™ 
are extremely fond of the 
R-Type series, it is a bit 
difficult to recommend 
1991s Super Nintendo 
outing, because the game 
suffered from a considerable amount of slow down 
and a harsh checkpoint system. Why not try R-Type 
on PC-Engine instead. 
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contact 


Enough of what we think - now you get to show off your 
rapier wit to praise, criticise, or mock the game industry. Or not 



For all your games™ 
forum needs, point 
your browser to 
www.ga m estm.co.u k/f oru m 





MAKING CONTACT 


There are many wonderful ways 
to get in touch with games™. 
The traditional postal method is 
perfectly acceptable, using 
this address 

games™ Imagine Publishing Ltd, 
Richmond House, 

33 Richmond Hill, 

Bournemouth, Dorset BH2 6EZ 


However, there are quicker 
ways to reach us thanks to the 
technological marvel that is 
the internet. Feel free to email us 
at this address 

gamestmaimagine-publishing.co.uk 


subject: Smart casual 

From: Christopher Smith 


I READ WITH great interest the interview with 
Hat Milton and Matt Wilson in your preview of 
The Agency. Their plans to try and make MMOs 
more appealing and accessible to the casual 
gamer should be applauded. However, I cannot 
help but feel that their aspirations will be 
dashed by the reality of online games. 

Having been brought up on a healthy diet 
of Dungeons & Dragons, games such as 
World Of Warcraft appeal to my soul like no 
other. However, my free time is a valuable 
commodity, and unfortunately the idea of 
spending 20 hours a week or more on one 
game is impossible. Like many others, I am 
not prepared to pay a monthly subscription for 
what may amount to less than four evenings’ 
worth of gameplay a month. 

The true problem stems from the fact 
that there are gamers out there who can 
spend hours on MMOs, and as a result they 
will always be one step ahead. That's the 
whole point of MMO games; they’re meant to 
be absorbing. Companies such as Blizzard 
wouldn’t be the multi-billion dollar enterprises 
they are today otherwise. 



■ Sony Online Entertainment is trying to make the MMO landscape more forgiving 
for those with less time. 


those kids that had more money to spend 
on Street Fighter II in the arcade, or jobless 
friends who would spend weeks fine-tuning 
their Pro Evo skills. Some people are always 
one step ahead. MMO designers just need to 
find ways to control the competition so that 
players need only fight those with a similar 
level of power. 

subject: Weird science 

From: Mithril Sky9 


games™: You highlight our reservations 
too, and we would guess that many others 
share them. We make no guarantees that the 
observations made in our previews will prove 
to be accurate in the end; publishers show 
what they want us to see, so that is almost 
always one of the more impressive parts 
of the game. In their defence, Milton and 
Wilson seemed completely sincere in their 
belief that the world of the MMO needed to 
be opened up to everyone. The introduction 
of gameplay based on skill rather than levels 
is one way of doing that, and no doubt The 
Agency will have many more. 

To be honest, this doesn’t even seem like a 
new problem. We can remember bemoaning 


AS TECHNOLOGY PROGRESSES, the methods 
of interacting with our games are changing. 
From a simple keyboard to analogue joysticks 
to elaborate, motion-sensing wands, we are 
getting increasingly closer to the action. This is 
great for immersion and ease of play, but how 
far can the technology take us? How deep is the 
rabbit hole? Eventually we are all going to be 
wearing goggles and mitts to play our games. 
Perhaps we will be plugged, Matrix style, into 
our computers and consoles. Gaming has the 
potential to be a great thing. 

But can better immersion really be a good 
thing? Take Manhunt 2 on Wii. One of the 
main abstractions from the player to the main 
character has now been removed, allowing the 
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player to actively engage, however subtly, in 
a killing. If this went any further it would be a 
media circus, and I would probably lose faith in 
gaming in general. The future of videogames is 
exciting and I can't wait to get there, I just hope 
it'll be the great place I know it should be. 

games™: The highlight of the Game 
Developers Conference - and the subject 
of a lengthy news story in games™ last 
issue - was the world's leading futurist, Ray 
Kurzweil, lecturing on the next 20 years of 
gaming. Quite simply, it was enough to make 
the head spin, and we wouldn't dare try to 
sum it all up here. It did make us realise, 
however, how irrelevant goggles and mitts 
will be to virtual reality. After all, why wear 
cumbersome accessories when you can just 
inject a tiny robot into your bloodstream 
that will communicate with your brain and 
genuinely alter the things you see. Forget 
Manhunt 2. Science is the scariest thing of all. 

subject: Where games are heading 

From: SiyEnemy 


I HAVE JUST spent the last three days filling 
my eyes with coloured blocks and taking in a 
hundred songs while I dart from left to right, 
avoiding the evil greys like a robotic ninja. I've 
been playing Audiosurf. And I'm astounded - not 
only because this idea is so focused 
and works so well, but also because 
this, to me, is where games should 
be heading. 

What was previously only possible 
with dubious handshakes in long- 
forgotten clubs is now possible in 
gaming. Where the brain releases 
a synapse, serotonin takes over and you’re 
viewing what you’re hearing, and feeling what 
you’re seeing. Rez arguably got there first but 
was criticised by some for its less-than-savvy 
attitude toward the mainstream. Average Joe 
looked at it and Average Joe left it on the shelf. 
No brain, no service. 

That may sound like a put-down on 
Audiosurf's part, but it’s not. You can leave 
your brain on a shelf or you can plug it in and 
go for the harder difficulty, where one false 
move means a battered high score and upside 
down face. When games stray from their own 
form and become too tied up in static media 
they stop being fun. When games can deliver 
on a level that no other media can, it becomes 
important - even when borrowing from those 
other formats. 

games™: We can't really argue much with 
what you’re saying here, for two very good 
reasons. One, your letter is well written and 
thought out, clearly communicating why 
Audiosurf stands apart from the crowd. And 



■ These people look like they might be having fun, but they could also be 
killing people and going slowly insane according to the mainstream press. 


two, we’re hopelessly addicted to Audiosurf 
and can't help ourselves from sneaking in just 
one more song before bed every night. Whether 
or not this is where gaming is headed, it is still 
the best £5 we've spent in many, many years. 

There is a great deal of depth there for 
people who desire a significant challenge, 
but we would question whether these people 
are playing the game in the right way. Our 
fondest memories of the game so far have all 


come through playing on the easiest difficulty, 
picking a song we love with a slow build and a 
giant crescendo, then just allowing ourselves to 
be swept along. It is a pure sensory experience 
that loses something when you have to start 
concentrating on hitting specific colours in 
specific lanes. When you lose focus on the pace, 



■ At S9.95 through Steam, there is no reason not to own Audiosurf. This is cheap 
fun at its very best. 


When games stray from their own 
form and become too tied up ini 
static media they stop being fung 

SiyEnemy | ^ ^ ... , 


Imagine Publishing Ltd, Richmond House, 

33 Richmond Hill, Bournemouth, Dorset, BH2 6EZ 

Tel: +44 01202 586200 

Website www.gamestm.co.uk 

MAGAZINE TEAM 
Editor Rick Porter 

+44 01202 586256 

rick.porter0imagine-publishing.co.uk 

Senior Art Editor Greg Whitaker 
Senior Sub Editor Helen Laidlaw 
Features Editor Matthew Handrahan 
Senior Staff Writer Ashley Day 
Staff Writer Craig Gilmore 
Staff Writer Adam Harrold 
Assistant Designer Nicola Linnington 
Editorial Director Dan Slingsby 

Contributors Luke Bryant, Jonti Davies, Jon Denton, Matt 
Edwards, Alexander Gambotto-Burke, Jon Gordon, Will 
Johnston, Darran Jones, Simon Milter, Graeme Nicholson, 
Tim Rogers, Chris Schilling, Dave Shaw, Mark Walbank, 
Howard Scott Warshaw 

Cover: © 2008 LucasArts. All Rights Reserved 

ADVERTISING 

Digital or printed media packs 
are available on request 
Advertising Director Scott Caisley 
+44 01202 586444 

scott.caisley0imagine-publishing.co.uk 
Head Of Sales James Hanslip 
+44 01202 586423 

james.hanslip0imagine-publishing.co.uk 
Classified Manager Lois Aedy 
+44 01202 586431 

lois.aedy0imagine-publishing.co.uk 
Account Manager James Haley 
+44 01202 586432 

james.haley0imagine-publishing.co.uk 
Advertising Executive Jordan Quinn 
+44 01202 586419 

jordan.quinn0imagine-publishing.co.uk 
Advertising Executive Lee Creasey 
+44 01202 586433 

lee.creasey0imagine-publishing.co.uk 
Advertising Executive Ben Taylor 
+44 01202 586439 

ben.taylor0imagine-publishing.co.uk 

INTERNATIONAL 
games™ is available for licensing. 

Please contact the International Department now to 

discuss partnership opportunities 

International Manager Cathy Blackman 

Tel: +44 01202 586401 

Email licensing0imagine-publishing.co.uk 

SUBSCRIPTIONS 
Tel: +44 0844 848 8429 
Email gamestm0servicehelpline.co.uk 
13 issues subscription (UK) - £46.80 
13 issues subscription (Europe) - £65.00 
13 issues subscription (ROW) - £75.00 

CIRCULATION 

Circulation & Export Manager Darren Pearce 
Tel: +44 01202 586200 

PRODUCTION 

Production Director Jane Hawkins 
Tel: +44 01202 586200 

FOUNDERS 

Managing Director Damian Butt 
Creative Director Mark Kendrick 
Finance Director Steven Boyd 

PRINTED BY 

St Ives Andover, West Portway, Andover. SP10 3SF 
Tel: +44 01 264 387000 


games™ is distributed by Seymour Distribution Ltd, 

2 East Poultry Avenue, London, EC1A 9PT 
Tel: +44 020 7429 4000 

DISCLAIMER 

The publisher cannot accept responsibility (or any unsolicited material 
lost or damaged in the post. All text and layout is the copyright of Imagine 
Publishing Ltd. Nothing in this magazine may be reproduced in whole 
or part without the written permission of the publisher. All copyrights 
are recognised and used specifically for the purpose of criticism and 
review. Although the magazine has endeavoured to ensure all information 
is correct at the time of print, prices and availability may change. This 
magazine is fully independent and not affiliated in any way with the 
companies mentioned herein. 

© 2008 Imagine Publishing Ltd 
ISSN: 1478-5889 


(^recycle 



WW ymt tev* fatUuwf with 
(♦•t* meg »»»««* pl«t*# f *»y>U m 


ABC 


ABC: 22.284 
January-December '07 



IMAGINE 

PUBLISHING 





industry 

The Month 



MAIN STORIES: 

MARCH 


o 

if 


In what could be the ultimate expression of 
capitalism, Tom Clancy has sold the rights to his 
own name to Ubisoft. The deal is allegedly worth 
$70 million, with further money available for 
performance-based bonuses. The deal covers 
games and the use of the name in all media, 
including the books that made the Clancy name. 


News 

Burst 



Brawl Hits Hard 

After selling L4 million units in 
a week in the US, Nintendo has 
confirmed that Super Smash 
Bros Brawl is the fastest selling 
game in the company’s history. 
“Game reviewers and the public 
alike praise its fun gamepiay and 
extensive, inventive content,” said 
Nintendo of America’s Cammie 
Dunaway. She’s right We did. 


Heaven Or Hell 

Ninja Theory, the studio behind 
the underwhelming Heavenly 
Sword, has announced that the 
follow-up will be available on 360 
and PS3 and may be accompanied 
by a full-length CGI movie. “It’s an 
interesting idea,” says co-founder 
Nina Kristensen. But will it be more 
interesting than Heavenly Sword? 


Alternate Reality 

British ARG startup firm Six To Start 
is attempting to bring alternate- 
reality gaming to the mainstream 
with a new initiative called We 
Tell Stories. Working with Penguin 
Publishing, the project will get 
famous authors to create a story 
by combining internet resources 
and audience participation. 


Gore Blimey 

In a recent interview with the 
LA Times Gore Verbinski, who is 
involved with developing a new 
game, displayed a troubling lack of 
gaming knowledge. The Pirates Of 
The Caribbean director insists he 
enjoyed Beautiful Katamari because, 
get this, ‘You weren’t a character; 
you were an object” So very wrong. 


Sony’s Elite 

After the impact of Microsoft’s 
exclusive deal for GTA IV DLC, Scott 
Steinberg, SCEA’s VP of product 
marketing, has downplayed its 
importance, pointing instead to 
Metal Gear Solid and Gran Turismo. 
“It’s the elite of the elite products 
that actually enable hardware to 
be sold with software and we’ll 
have three of them," he said. 


Gamestation Burns Retro Stock 


H INTERNET RUMOURS THIS 
month suggest a shocking 
trend within the UK’s second 
biggest game retail chain. Reports 
from consumers claim that the 
over 200-strong chain has pulled 
most of its retro games from the 
shelves and has destroyed all but a 
select few desirable titles. 

Gamestation itself has not 
issued an official statement at the 
time of writing, but an anonymous 
source within the company has 
confirmed the rumour to games™. 

Several retro cartridges and CDs 
have apparently been removed 
from sale and destroyed. The 
bulk of these titles are games that 
are highly unlikely to sell - such 
as very old sports games - but 
there are also many under-the- 
radar classics that have been 
inadvertently destroyed. Our source tells us that an official 
list exists that outlines exactly which games to preserve. 
These are mostly from recognisable franchises such as 
Sonic The Hedgehog and Final Fantasy and will continue to 


be sold within Gamestation stores. 
There are, however, a number of 
less obvious but nevertheless rare 
and desirable games that are not 
accounted for on the list. We've 
personally heard of two highly 
collectable Saturn games that are 
not intended for preservation, which 
would boil the blood of any retro 
enthusiast if they knew exactly which 
games they were. 

The notion that a high street 
retailer as well respected as 
Gamestation might even think about 
destroying potentially classic games, 
especially those that have not been 
re-released or emulated, is as bad 
as burning books in ourview. The 
company’s supposed preservation 
list is a good idea, but it really needs 
to be as thorough as possible to avoid 
mistakenly eliminating lesser-known 
titles from history. And we'd also like to know if the destroyed 
cartridges are being recycled or simply thrown away. 

Gamestation will hopefully make an official comment in the 
future and shed more light on these distressing allegations. 





Byron Report Recommends New Ratings System 


claims, “A matter for discussion." But in 
answer to the question of possible financial 
support from the government, Department 
for Media and Culture minister Andy 

Burnham bluntly replied that, 
"We're looking for the industry 
to take that forward.” Byron 
acknowledged that although 
the BBFC was chosen due to its 
recognisable branding, PEGI 
would still help to rate 50% of 
games to ease the workload. 

The industry has responded 
with concern over the cost of 
educating the public correctly, 
but ELSPA’s Paul Jackson 
also claimed that the BBFC’s rule against 
certifying digitally distributed content is 
behind the times. "We are concerned that 
the proposals, as they stand, may struggle to 
keep up with the public’s increasing desire 
to buy and play online,” he said. 


■ ELSPA director general Paul Jackson 
claims the BBFC’s rule against online 
certification is behind the times. 


H AFTER MONTHS OF hints and 
speculation, the government's 
high-profile investigation into the game 
industry has recommended there should be 
a unified ratings system with 
recognisable symbols. This 
seems an implicit reference 
to the BBFC, whose ratings 
are well known from cinema 
and television. 

"The industry has been 
a real partner to me in this 
report,” claimed TV’s Tanya 
Byron, the psychologist who 
spearheaded the initiative. 

"It has shown me that it is a 
responsible industry, that it wants people to 
understand that adult content is for adults. 
They want retailers to be empowered to 
help parents make the right decisions.” 

How these intentions will be implemented 
and, more importantly, funded is Byron 


■ Tanya Byron 
- Psychologist 
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In what could be the ultimate expression of 
capitalism, Tom Clancy has sold the rights to his 
own name to Ubisoft. The deal is allegedly worth 
$70 million, with further money available for 
performance-based bonuses. The deal covers 
games and the use of the name in all media, 
including the books that made the Clancy name. 


News 

Burst 



Brawl Hits Hard 

After selling L4 million units in 
a week in the US, Nintendo has 
confirmed that Super Smash 
Bros Brawl is the fastest selling 
game in the company’s history. 
“Game reviewers and the public 
alike praise its fun gamepiay and 
extensive, inventive content,” said 
Nintendo of America’s Cammie 
Dunaway. She’s right We did. 


Heaven Or Hell 

Ninja Theory, the studio behind 
the underwhelming Heavenly 
Sword, has announced that the 
follow-up will be available on 360 
and PS3 and may be accompanied 
by a full-length CGI movie. “It’s an 
interesting idea,” says co-founder 
Nina Kristensen. But will it be more 
interesting than Heavenly Sword? 


Alternate Reality 

British ARG startup firm Six To Start 
is attempting to bring alternate- 
reality gaming to the mainstream 
with a new initiative called We 
Tell Stories. Working with Penguin 
Publishing, the project will get 
famous authors to create a story 
by combining internet resources 
and audience participation. 


Gore Blimey 

In a recent interview with the 
LA Times Gore Verbinski, who is 
involved with developing a new 
game, displayed a troubling lack of 
gaming knowledge. The Pirates Of 
The Caribbean director insists he 
enjoyed Beautiful Katamari because, 
get this, ‘You weren’t a character; 
you were an object.” So very wrong. 


Sony’s Elite 

After the impact of Microsoft’s 
exclusive deal for GTA IV DLC, Scott 
Steinberg, SCEA’s VP of product 
marketing, has downplayed its 
importance, pointing instead to 
Metal Gear Solid and Gran Turismo. 
“It’s the elite of the elite products 
that actually enable hardware to 
be sold with software and we’ll 
have three of them,” he said. 


Gamestation Burns Retro Stock 


H INTERNET RUMOURS THIS 
month suggest a shocking 
trend within the UK's second 
biggest game retail chain. Reports 
from consumers claim that the 
over 200-strong chain has pulled 
most of its retro games from the 
shelves and has destroyed all but a 
select few desirable titles. 

Gamestation itself has not 
issued an official statement at the 
time of writing, but an anonymous 
source within the company has 
confirmed the rumour to games™. 

Several retro cartridges and CDs 
have apparently been removed 
from sale and destroyed. The 
bulk of these titles are games that 
are highly unlikely to sell - such 
as very old sports games - but 
there are also many under-the- 
radar classics that have been 
inadvertently destroyed. Our source tells us that an official 
list exists that outlines exactly which games to preserve. 
These are mostly from recognisable franchises such as 
Sonic The Hedgehog and Final Fantasy and will continue to 


be sold within Gamestation stores. 
There are, however, a number of 
less obvious but nevertheless rare 
and desirable games that are not 
accounted for on the list. We've 
personally heard of two highly 
collectable Saturn games that are 
not intended for preservation, which 
would boil the blood of any retro 
enthusiast if they knew exactly which 
games they were. 

The notion that a high street 
retailer as well respected as 
Gamestation might even think about 
destroying potentially classic games, 
especially those that have not been 
re-released or emulated, is as bad 
as burning books in ourview. The 
company's supposed preservation 
list is a good idea, but it really needs 
to be as thorough as possible to avoid 
mistakenly eliminating lesser-known 
titles from history. And we’d also like to know if the destroyed 
cartridges are being recycled or simply thrown away. 

Gamestation will hopefully make an official comment in the 
future and shed more light on these distressing allegations. 





AFTER MONTHS OF hints and 
speculation, the government’s 
high-profile investigation into the game 
industry has recommended there should be 
a unified ratings system with 
recognisable symbols. This 
seems an implicit reference 
to the BBFC, whose ratings 
are well known from cinema 
and television. 

“The industry has been 
a real partner to me in this 
report,” claimed TV’s Tanya 
Byron, the psychologist who 
spearheaded the initiative. " p^Xtogtet" 
“It has shown me that it is a 
responsible industry, that it wants people to 
understand that adult content is for adults. 
They want retailers to be empowered to 
help parents make the right decisions.” 

How these intentions will be implemented 
and, more importantly, funded is Byron 


claims, “A matter for discussion.” But in 
answer to the question of possible financial 
support from the government, Department 
for Media and Culture minister Andy 

Burnham bluntly replied that, 
“We’re looking for the industry 
to take that forward.” Byron 
acknowledged that although 
the BBFC was chosen due to its 
recognisable branding, PEGI 
would still help to rate 50% of 
games to ease the workload. 

The industry has responded 
with concern over the cost of 
educating the public correctly, 
but ELSPA’s Paul Jackson 
also claimed that the BBFC’s rule against 
certifying digitally distributed content is 
behind the times. "We are concerned that 
the proposals, as they stand, may struggle to 
keep up with the public's increasing desire 
to buy and play online,” he said. 


■ ELSPA director general Paul Jackson 
claims the BBFC’s rule against online 
certification is behind the times. 


Byron Report Recommends New Ratings System 
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i C I think John Riccitiello’s use of the term 
was incorrect, and perhaps a misplaced 
attempt to sound clever. They are in no sense 

■3 \ A/ hi*o Ixrn ^^1 Wedbush Morgan’s Michael Pachter, taking down EA's 
d Wl lllc r\l llgl 1 L / / CEO a peg or two for his inappropriate use of idioms 


endings have 

M\ || I allegedly been 

included in Fallout 3. 
The original amount was believed 
to be somewhere between 9 and 
12, but internet rumblings are 
currently placing the number far, 
far higher. 


6 million song packs have 

been purchased since the US 
release of Rock Band on 
20 November. Despite a very 
strong start, the sales figures show 
little sign of slowing down, with 
MTV very quick to wallow in its 
own glory. 


Epic And id Speak Out 
About PC Gamina I 


EA Extends Advertising 
Contract With Massive 



H WHEN A HIGHLY 
influential PC 
developer like id Software, 
expresses concern over the 
current popularity of PC 
gaming, perhaps it's time to 
call off the debate. Speaking 
to Eurogamer.net, id’s Steve 
Nix admitted that he's noticed 
major change in recent years. 

“I have friends who are 
considered core gamers, 
that years ago were mouse- 
and-keyboard guys,” he said. 
"Now when a game ships on 
all platforms they just buy 
the console version.” Such 
a change in attitude is likely 
just a blip. "No console is as 
powerful as a God machine,” 
Nix added. "It’s hard for a 
console to compete with that.” 


Whether it's a blip or a 
lasting trend, Michael Capps, 
president of Epic Games, 
believes that the sales figures 
might just be too difficult 
for any ambitious developer 
to ignore. "With Unreal 
Tournament III, after we saw 
the success of Gears Of War 
on console, we knew it was 
going to be cross-platform 
from the beginning,” he said 
of Epic’s transition toward 
console development. "We 
had to make it for console 
if we were going to be 
successful. The numbers 
I've seen for hardcover PC 
franchises like Half-Life and 
Call Of Duty are 8:1 or 10:1 
sales ratios, consoles to PC, 
and we can't ignore that.” 


H EVERY TREND 
RECEIVES a 
backlash, and Sony’s 
Howard Stringer is leading 
the charge against in-game 
advertising. "The solution to 
everything at the moment 
in the digital space is 
ad-supported," the Sony 
Corporation chief executive 
said at a summit in Greece. 
"Advertisers are happy to 
talk that up, but there is 
a limit to the amount of 
money available." 

That will come as news 
to Electronic Arts, which 
has just extended its 
advertising partnership with 
Massive Inc to include a 
range of Xbox 360 titles and 
the larger part of its future 
PC output. "We strongly 
believe that dynamic in- 
game advertising is an 
important growth area for 
our business," said Kathy 


Vrabeck, president of the 
publisher’s casual games 
division. Recent surveys 
have also suggested that 
there is a surprising degree 
of tolerance toward non- 
intrusive advertising among 
the gaming audience. 

Clearly, there is some 
money to be made, 
and despite Stringer’s 
protestations it is difficult 
to imagine any major 
company failing to exploit a 
revenue stream with such 
obvious potential. ’’The 
pointers from those that 
are looking at things on a 
holistic level, and have a 
number of data sources, 
suggest we’re in a period 
of rapid growth,” claimed 
Double Fusion's Jonathan 
Epstein. "By 2011/2012 
we’re going to be seeing an 
industry that's not far shy of 
$1 billion." 


Internet Game Accused Of I 
Promotinq Eating Disorders 


A NEW INTERNET 
game is causing 
controversy throughout 
Britain and France, The Times 
reports. Miss Bimbo gives 
players control of a character, 
with the eventual aim of 
becoming ’The coolest, richest, 
and most famous bimbo in 
the world.' Registration for 
the game is free, but the site 
makes money by charging 
£1 .50 a text message in 
exchange for Bimbo dollars, 
the in-game currency. 

Aimed at girls aged 6-19, 
Miss Bimbo attracted 200,000 
users within its first month 
in the UK, and has pulled in 
1.2 million people in France. 
Progression is defined by a 
number of factors - including 
weight, wardrobe, and wealth 



- with players encouraged 
to spend money on cosmetic 
surgery and diet pills. The site 
arrives at a time when there 
is widespread concern over 
eating disorders among young 
girls, and is another black 
mark for the industry. 

"The game is structured 
in such a way that it simply 
mirrors real life in a tongue in 
cheek way,” explains Nicholas 
Jacquart, the game's creator. 
“It is not a bad influence for 
young children. They learn 
to take care of their bimbos. 
The missions and goals are 
morally sound and teach 
children about the real world... 
The breast operations are just 
one part of the game. We’re 
not encouraging young girls to 
have them." 


■ The subtle use of advertising 


News 

Burst 


More Bad News 

NASDAQ has once again served 
Atari with a delisting notice. 

The organisation requested 
that Atari raise its value to 
$15 million dollars for ten 
consecutive days, with a 
deadline of 20 March 2008. 
However, the beleaguered 
publisher failed to meet the 
target. Atari claims that there is 
no guarantee that NASDAQ will 
grant its appeal for clemency. 


Missed 

Opportunity 

Richard Wilson, chief executive 
officer of Tiga, has openly 
criticised the UK government 
for its lack of tax support for 
the videogame industry. ‘The 
2008 budget contained nothing 
to help UK game developers 
enhance their competitiveness 
in the face of intense global 
competition,” he claimed, 
asserting that the benefits 
received by Canada and France 
are making progress too difficult. 


Back In The 
Green 

In the latest edition of the 
Greener Guide To Electronics, 
Greenpeace has again criticised 
Nintendo over its environmental 
policies. Last year’s report gave 
the industry leader the lowest 
mark possible, yet Nintendo 
still isn’t making its policies on 
environmental waste known. “If 
Nintendo has better policies why 
not make them public?” asked a 
Greenpeace spokesperson. 


Crackdown 

Reacting to reports of hackers 
breaking into Xbox Live to alter 
their GamerScores, Microsoft 
is vowing to find a suitable 
punishment for the crime. 
Serious offenders will now have 
their name and score replaced 
by the phrase, “What happened 
to my GamerScore?” with the 
response, “You’ve been caught 
cheating beneath.” A very public 
humiliation indeed. 


games 161 





\ q >\ 


& 

1 + 4 * 


Rj 




NOW RECRUITING 
ALL POSITIONS ■ ALL FORMATS 


GUSIQ) 

banbury • derby 


www.gustogames.com 

100% independent 
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CODEMASTERS 


DEVELOPER HIGHLIGHTS 


KEY FIGUREHEADS 

j Chris Deering - Chairman 
I Rod Cousens - Chief executive officer 

I Richard Darling - Co-founder 
■“ ! David Darling - Co-founder 


Brian Lara International TOCA Race Driver 3 Colin McRae Rally Micro Machines 2: 

Cricket 2007 Multi [2006] Multi [1998] Turbo Tournament 

Multi [2007] Multi [1994] 


Acquired by Balderton 
Capital in June 2007, the 
23-year-old company has 
recently undergone some aesthetic 
changes, including a redesign of the 
familiar Codemasters logo. A new 
partnership with Majesco will see 
the firm publish a wide range of titles 
for both DS and Wii - expect to see 
a sequel to Nanostray for DS, and 
Wild Earth: African Safari for Wii. 
Codemasters is also set to publish 
the intriguing Rise Of The Argonauts 

- an RPG utilising the Unreal Engine 3 

- currently in development by Liquid 
Entertainment. 




HISTORY 


» Codemasters has always been a 
market leader for racing simulation 
games and its recent Colin McRae DiRT 
is a very clear indication that it intends to 
stay true to form. The eagerly anticipated 
Race Driver: GRID -an evolution of the 
TOCA series that uses an enhanced 
engine version of the Neon engine from 
DiRT - is a serious contender in pushing 
the benchmarks laid by both Project 
Gotham Racing 4 and the imminent 
release of Gran Turismo 5. 


» Started in 1985 by brothers Richard and David 
Darling, Codemasters was a prominent developer 
and publisher for the 8-bit market, focusing 
predominantly on the ZX Spectrum with titles such 
as the Dizzy series. The move to 1 6-bit consoles 
saw the creation of one of Codemasters' most 
fondly remembered, in-house-developed line 
of games: Micro Machines. The firm went on to 
develop two series in a very different racing genre, 
Colin McRae Rally and TOCA. Today, Codemasters 
still jointly operates as a publisher, having recently 
released both Overlord and Clive Barker's Jericho 
on multiple formats. 


FUTURE 


Visit the website at www.codemasters.co.uk 
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SPLASH DAMAGE IS EXPANDING ITS LONDON 

STUDIO FOR A NEW ORIGINAL TITLE 

Designers I Programmers I Artists 

www.splashdamage.com/jobs 

jobs@splashdamage.com 



THE PLAYERS 

With Mirror's Edge changing our perceptions of first-person games, and 
Battiefield: Bad Company adding destructible environments to its multiplayer, 
2008 is looking good for DICE, games™ speaks to James Salt, lead designer 
on free-to-play game Battlefield Heroes, about the game's bizarre inception 



Digital Illusions CE 

» James Salt 


ow much do you value the YouTube 
generation and all that they get up 
to in Battlefield games? 

The ’stunting’ thing has been going 
on for ages. There are some really 
cool Codename: Eagle stunting videos, and loads from 
every [DICE] game, really. Although we don’t have 
support for it right now - well, not in-game support 
but you can always FRAPS it - we still have the ability 
to pull off ridiculous stunts. In one video we showed 
recently, one of our guys was flying a plane, coming in 
on a strafing run, and he turned, having to bail out as 
he hit a tree. He bailed just as the explosion happened, 
and he survived and carried on skidding along the 
ground before running off. It’s that kind of crazy 
Battlefield-ness that we are trying to revive in Heroes. 

Battlefield: Bad Company has a distinct Boy’s Own 
war movie charm whereas Heroes is much broader 
in comedic scope. What was the idea behind this? 

Because it’s a cartoon and because we didn’t want it 
to have the same old World War II seriousness. It is 
about fun, really, and heroic silliness. We talked about 
throwing bathtubs and stuff early on [but that was a 
little Tom And Jerry\ and we were treading this line 
between heroic goodness and Road Runner-e sque 
pianos dropping on people, or the Earthworm Jim kind 
of style. Sitting on the wings of planes, firing while you 
fly is heroic and silly. The back story is that the Royal 
Army and the National Army are the two factions. And 
the Royal Army invaded the National Army’s territory 
over a dispute about the cycling in the Olympics. 

So it’s all terribly serious, then? 

Yes. Absolute seriousness [laughs]. We’re trying to 
make it in no way serious. I don’t know if you’re aware 
of the site UK: Resistance, but it had a Bring Blue 
Skies Back Into Games campaign about a year ago, 
and we’re doing that, which is kind of cool. [The way 
we saw it was] you’re an office worker and it's lunch 
time, you’ve downloaded Heroes and it’s a nice place 
to take a break. You won’t come out of it saying, ‘Oh 
God, it’s so depressing’. 


When did you decide Heroes would be free-to-play? 

We decided this at the very beginning. We’ve seen 
that it works in Korea. We’ve been over there several 
times and it’s insane - the number of people that play 
online games and the stuff that goes on. It’s like TV: 
we're flicking through the hotel channels and there’s a 
TV show about Kart Rider. It's kind of like Mario Kart, 
but it’s prime-time kart rider viewing. There’s a great 
games atmosphere, and the idea of such a model 
working there appealed to us because it hasn’t been 
done. DICE tends to run up the things that are a bit 
crazy. [So we decided to give it a go.] We’re fighting the 
EA urge to stick it in boxes. 

What is EA’s involvement with Heroes? 

EA isn’t really involved in DICE. I know that sounds 
bizarre, but the label we’re under is this games 
label and it’s run through a city state scheme. We’re 
basically DICE as it’s always been and we do what we 
want. And then the rest of EA follows and supports us 
in what we try to do, but they're definitely into the idea. 


You are paving the way for online distribution on PC, 
how do you feel about the future? 

It would be great if we started something new 
and there were lots of other games from different 
companies going into this area. But if you look around 
in Europe there are lots of games that are actually 
doing this already - it’s just that we’re the first well- 
known name attached to it. So we can’t really claim 
credit for actually using this model - we’re just the 
first name that most westerners will have heard of. 

I guess, ideally, it would be great if no one else did it 
and we just carried on with it [laughs]. 

You're currently working hard on Heroes, but do you 
ever think about a sequel, expansions, and so on? 


Oh, you mean if we can knock out lots more for 
consoles and stuff? Right now we are focusing on 
getting this project up and running - just getting it 
going. We have a team of around 20 people looking 
after this when it goes live, as we say, and they’ll 
be putting out new content. It’s like development 
by democracy. We’ll look at what the forums and 
websites and other consensus of opinion say, like if 
people want to play 32-player maps and we only have 
16, well, we'll go and make some 32-player maps. If it 
turns out to be a super big success then who knows? 
It could well be anything. A Game Boy Advance 
version, maybe. 

What is it like working at DICE and what are your 
thoughts on the future of the company? 

DICE is a great place to work. You can just walk into 
[the general manager’s] office and say: ‘I have this 
thing I want to do.’ And he’s like ‘Oh, okay. Let’s sit 
down for a half hour and talk about it.’ It’s ‘anything 
goes’ creative insanity inside the office. You can go 


and do Mirror's Edge, which [draws on the Battlefield 
franchise] in terms of our experience with first-person, 
and then think how do we make that better by putting 
in all the different moves that you can see with it. 

So it’s all about building on the studio’s core 
knowledge but then taking it somewhere completely 
different. I don’t think I would want to work anywhere 
else because there is so much freedom here to 
be able to go and do Battlefield Heroes or build a 
ridiculous engine that does massive destruction over 
a network. Or, you know, have this awesome first- 
person action game. Where else does that? 

Battlefield: Bad Company, Battlefield Heroes, and 
Mirror’s Edge are all due for release later this year. 



t C ITS ALL ABOUT BUILDING ON THE STUDIO’S 
CORE KNOWLEDGE BUT THEN TAKING IT 
SOMEWHERE COMPLETELY DIFFERENT^ 
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» Since Battlefield 2% modern warfare 
setting, its only follow up has been the 
pseudo-sequel 2Z42 and its expansion, 
Northern Strike. It completed the 
Digital Illusion’s ‘2’ trilogy, beginning 
with the original Battlefield 1942. 

There have been rumours recently 
that Battlefield 3 is well underway 
at DICE, and that it’s going to once 
again be set in the modern theatre. 
Having tackled World War II, Vietnam, 
the present day, and the far future, 
it seems natural to follow its most 
popular entry in the franchise to date, 
Battlefield 2, in terms of setting. 
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Recently graduated, or about to do so? Hoping to swing right 
into the world of next-generation videogames? 


Lack of industry experience won't bar you from a place at 
Rare, but we'd appreciate a 2:1 or higher in Maths, 

Physics or Computing along with passion, self- 
motivation, technological savvy and strong 
intellectual and creative skills, plus an 
excellent track record in C/C++. 


We also have more experienced GAMES 
PROGRAMMER, TOOLS 6 TECHNOLOGY 
PROGRAMMER and C#/.NET APPLICATION 
DEVELOPER vacancies. Specialities in other 
areas? We're open to propositions from 
talented 3D ARTISTS and ANIMATORS. Still in 
academia? Ask about our 11-month INTERNSHIP 
vacancies (or briefer openings in the summer). 


Our custom-built Twycross HQ in the heart of 
England boasts landscaped grounds, a modern on-site 
restaurant, high-tech recording studio and much more, 


For more information and application procedures, 
drop in on www.rare.co.uk and click 'Join Us'. 


GET THE EXPERIEN 


FOR MORE DETAILS VISIT WWW.RARE.CO. UK 


GOT THE TALENT? 






Key Positions: 


Also Seeking: 

European Product Manager 
Localisation Linguistic Specialist - French 
Live Games Manager 
Web Application Developer 
Core Territory Marketing Manager 
Public Relations Executive 


Data/Business Analyst 
Linux Administrator 
Localisation Manager 


NCsoft Europe, publisher of some of the world’s most popu 
online games, is looking to recruit talented, passionate 
individuals to work across a variety of internal teams based 

Brighton, UK. 


We offer competitive salaries, excellent benefits, a casual work 
environment and the seaside just 10 minutes walk from 
the office! 

If you want to work on some of the biggest online games and 
build innovative new MMO titles for a variety of platforms, 
get in touch today. We have vacancies across the board, and 
speculative applications are welcome. 



For more information about these and vacancies in other 
departments, please visit: www.PlayNC.com/eu/jobs 
All interested candidates should send a formal covering letter, 
salary requirements and CV/resume to ukjobs@ncsoft.com 
(please quote NCTM02) 


© 2008 NCsoft Europe Ltd. All right reserved. NCsoft, PlayNC and all associated logos and 
registered trademarks are property of their respective owners. 
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KEY FIGUREHEADS 

Paul Wedgwood - Owner and creative director 
Neil Postlethwaite - Producer and managing director 
Arnout Van Meer - Founder and technical director 
Richard Jolly - Founder and media director 


Enemy Territory: Doom 3 Wolfenstein: 

Quake Wars PC [2004] Enemy Territory 

Multi [ 2007 ] PC [2003] 


After working closely 
with id Software 
to create all of the 
multiplayer maps for Doom 3, 
London-based Splash Damage 
developed the highly successful 
Enemy Territory: Quake Wars 
for PC, achieving over 80 awards 
and nominations from the 
videogaming press, including 
more than 25 Editor’s Choice 
awards. The game has proved so 
successful that ports by Nerve 
Software for Xbox 360, and Z- 
Axis for PlayStation 3 are already 
confirmed as in development. 




HISTORY 


» In production of an unannounced 
multiformat action title, Splash Damage 
currently employees around 40 people and 
is planning to expand its operations. The 
company is also seeking to fill many new 
roles including concept artists, physics 
programmers, and game designers. In 
an interesting take on an art test, Splash 
Damage is presently taking applications 
for designs of a ‘futuristic watercooler'. 
What kind of videogame could they 
possibly be crafting? 


» Founded in 2001, Splash Damage specialises 
in developing mods for PC online-multiplayer 
first-person shooters. In 2003 the company 
collaborated with both id Software and Activision 
to develop Wolfenstein: Enemy Territory, 
which was well received by the media and FPS 
community - indeed it is still popular today. The 
follow-up, Enemy Territory: Quake Wars is a mod 
of John Carmack’s id Tech 4 Engine (previously 
known as the Doom 3 Engine], Set in the Quake II 
universe it was one of the pioneering applications 
of MegaTexture rendering software and was 
marketed as a full commercial release. 


FUTURE 


Visit the website at www.splashdamage.com 
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Venom Games are currently hiring 
for the Next Gen team at our 
Newcastle studio 
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Programmers 
Animators 
Flash Designer 
Temporary QA 
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Part of the Take Two Interactive group 
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"I’ve always dreamt of making games, 
ever since I was a child. After my 
Bachelor’s, I contacted many 
companies, but I didn’t manage to 
land a job. I decided to enrol on Hull’s 
MSc programme. The course provided 
a great environment to refine my skills 
and produce great demos. 

After the course, I found a job right 
away, and have worked on a number of 
titles for PS2 and PS3. 

Personally, I don't believe I would have 
got a job in the industry if it hadn’t been 
for my experiences in Hull.” 


"I honestly advise anybody who wants to get into the games 
industry to take the MSc in Games programming at Hull 
University. The experience acquired in the MSc was vital for the 

development of my career. If you are 
not afraid of working insane hours and 
^ want to change your life apply for this 
i MSc, you will not regret it." 
j| Francisco Viciana MSc Graduate 2003. 

I Francisco did his Bachelor's degree in his 
■ native Spain before moving to work in 
M the US. Thanks to his marks in the MSc, 
Francisco, (Paco), was offered jobs at 
^ some of the most prestigious game 
developers in UK, including Sony, 
Criterion and Rare. After working as a 
rendering programmer for Sony Soho developing for the PSP, he 
was hired by EA Canada to develop a next generation AAA. 

He has recently acted as a reviewer for the third edition of Scott 


Yacine Salmi. MSc Graduate 2004 Criterion and Rare. After working a; 

Originally from Morocco Yacine grew up in the US and did his rendering programmer for Sony Soho developing for the PSP 

undergraduate degree in Canada. was hired by EA Canada to develop a next generation AAA. 

He enrolled on the MSc in 2004 and was offered a next generation He has recently acted as a reviewer for the third edition of Sc 
programming job before he had finished the course. Meyers, Effective C++. 

For more quotes from ex-students, examples of student work and syllabus information 
please visit www.mscgames.com. PhD and BSc study also available. 
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Game Design + 
Development 

3D Animation I Game Audio Production 
Graphic Design I Web Design + Development 
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sales@imagine-publishing.co.uk 


MEANWHILE. 


J Oh no! I’ve got 
multiple vacancies to advertise yet 
recruiting programmers, modelers 
and animators is a near 
impossible task. . . A 


Hey everyone! This v 

new games™ Industry section ▼ 
is magnificent. The dedicated 
editorial content makes games™ 
Industry the essential point of 
reference for all things recruitment 
in the videogames industry. 


Wait! I hear Imagine Publishing 
now has games™ Industry. A brand 
new 16 -page recruitment section 
contained within the pages of 
award-winning magazine, games™. 


Hello, Imagine Publishing, 
home of games™ 
Industry. The brand new 
16 -page recruitment 
section you’ve likely 
heard about somehow. 


You can reach over 
78,344 industry focused 
readers every month AND 
it’s mailed out to every 
development studio in 
the UK. Would you like to 
place an advert? 


A FEW WEEKS LATER 


if Do n’t k 

If n ightniar e < 
J ^^a c ; 

01202 


r rec ruitrrie 

get You dc 

11 today on. 


Job well done, everyone’s 
a winner with Imagine Publishing! 


YAY! My positions have been filled 
faster than I ever thought possible 
and it’s all thanks to Imagine 
Publishing and games™ Industry. 


www.theonlyalternative.com 


IMAGINE 

PUBLISHING 


01202 586419 


Course Directory 



STUDY 

www.qantm.co.uk 

+44 ( 0)845 017 1015 


Game Design + Development 

3D Animation I Game Audio Production I Graphic Design 
Web Design + Development 




specialist art and design college offering 

degree level courses in games design and animation 


For further information about these programmes and 
our open days, please visit our website www.pcad.ac.uk 
email: enquiries@pcad.ac.uk or call 01752 203434. 



PLYMOUTH 

COLLEGE OF ART AND DESIGN 



BSc (Hons) Computer Games Programming 
BA (Hons) Computer Games Modelling & Animation 


UNIVERSITY 
^o/D ERBY 


www.derby.ac.uk/computing 
01332 591896 
games@derby.ac.uk 




Anglia Ruskin 
University 


Study Gaming, 3D Animation, Visualisation, Multimedia, 
Forensic Computing, Mobile 

Click: www.anglia.ac.uk/gaming Calf 0845 271 3333 
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City University 

London 


www.soi.city.ac.uk/games 


Get ahead of the game 

MSc in Computer Games Technology 

We also offer a BSc (Hons) Computer Science with Games Technology and 
a BSc (Hons) Computer Science with Music Technology. 

To find out more call us on 020 7040 0248. Alternatively, email pgenquire@soi.city.ac.uk 
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01202 586431 




FREE delivery on all Wii & 
DS Games and accessories 


Lego Star Wars: 

The Complete Saga 


Wii 


High School 
Musical: Sing it! 
& Makin' The Cut 



Medal of Honor 
Heroes 2 



Zack & Wiki: 

Quest for Barbaras' 
Treasure 



Super Mario 
Galaxy 


Nights: Journey 
of Dreams 




www.cellplus.co.uk 
0844 884 1 966 
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TEXT: TWIN 51125 TO 84225 


TEXT: TWIN 45155 TO 84225 
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FUN RINGTONES! 7 WALLPAPERS! 


TEXT: TWIN ♦ CODE TO 845 

OR CRLL: 6306 517 1617 


TEXT: TWIN ♦ CODE TO 84555 

OR CRLL: 0306 517 1617 
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information purposes only. Please check www.club84225.com to ensure your phone is compatible. Customer care email. help@clubM225.com. Customer care. number: 08718721813. Please aHow up to24ho 
do not recen/e ft. Address PO Box 51727 London W1A 7QP. Separate realtone subscription for Official Artist Realtones. It wficost£3 perweek_lnrtia megaton charge £1 You wilt receive 2 credits weeUv t 
Puzzle Pack c) SEGA. Guess Who(c) 2007 Hasbro. Guess Who is a Theora Design Creation. Licensed by Hasbro. DEVELOPED AND PUBLISHED BY LEmONQUEST - 100% Game Juice. TetrisfR) & (c) 1985 
Alexey Pajitnov. Logo Design by Roger Dean. All Rights Reserved. Sublicensed to Electronic Arts Inc. Game Technology (cj 2007 Electronic Arts nc. AH rights reserved. Electronic Arts. EA. and the EA logo a; 
other countries (c)T2007 Electronic Arts Inc. EA, the EA logo and S:mCity are trademarks or registered trademarks of Electronic Arts Inc. m the U S and/or other countries AU Rights Reserved. The names of 
images, likenesses, slogans and wrestling moves and all world Wrestling Entertainment logos are trademarks which are the exclusive property of World Wrestling Entertainment, Inc. (c] 2007 World Wrestling 
EA, tA SPORTS, and the EA SPORTS logo are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/brother countries. Al Rights ; Reserved. Official FIFA licensed product. |c) The FIFA 
Manufactured under license by Electronic Arts Inc. All other trademarks are the property of their respective owners. MONOPOLY Here and Now© 2007 Hasbro All rnhts reserved. Licensinn by Hasbro Prope 
Interactive Ltd. Eidos and the Eidos logo are trademarks of Eidos Interactive Ltd and Erdos pic. 10 Interactive and the 10 logo are trademarks of 10 Interactive A/S. All rights reserved., Who Wants to be a Mft 


J weekly fee are charged on signing, This offer entitles you to download up to 5 pieces of content every week as part of our Mobile package. You win bo 
must be 16 yrs or older and have bill payers permission. To unsubscribe text STOP to 84225. Sent texts and WAP/GPRS charged at normal operator rate, 
i voice artists. They do not carry the approval or endorsement of the personality impersonated. ’Cover Tones are impersonations, artist names are for 
i225.com. Customer care number: 08718721813. Please aHow up to24hours for delivery in case of extreme network traffic. Do not resend your order _if you 


Interactive Ltd. Eidos and the Eidos logo are trademarks of Eidos Interactive Ltd and Eidos pic. 10 Interactive 
2waytraffic. All rights reserved. Call OfDutv 4© 2007 Activision Publishing, Inc. Activision and Call of Duty are i 
Codemasters Software Company Limited 'Codemasters’ AH Rights Reserved. 'Codemasters (R) is a register 


Juice. TetrisfR) & (c) 1085-2007 Tetris Holding LLC. Licensed to The Tetris Company Game Design by 
is. EA. and the EA logo are trademarks or reaistered trademarks of Electronic Arts Inc. in the U.S. and'or 
Reserved. The names of an World WrestiinglEntertainment televised and live programming, talent names, 
(c) 2007 YYorld Wrestling Entertainment, Inc. All Rights Reserved. Fifa 2008(c) 2007 Electronic Arts Inc. 
>ed product, (c) The FIFA Brand OLP Logo is a copyright and trademark of FIFA. ^ rights reserved 
icensinn by Hasbro Properties Group ©7007 Eidos Interactive Ltd. Kano & Lynch: Dead Men" 1 Eidos 
I. Who Wants to be a Millionaire 3rd Edition - UKWho Wants To Be A Millionaire? Logo, TM and (c) 2007 
\\\ other trademarks and trade names are the properties of their respective owners, (c) 2007 The 
of Codemasters Published by Glu under license from Codemastars. 
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www.GAMESEEK.co.uk 





Now On Xbox 360‘ 

Download Exclusive Content on Xbox LIVE Starting Autumn 2008 



© 2006-2008 Rockstar Games, Inc. Rockslar Games, the Rockstar Games fyogo, Grand Theft Auto, and the Grand Theft Auto 
logo are trademarks and/or registered trademarks of Take-Two Interactive Software. ©2008 Microsoft Corporation. All rights reserved. 
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